
in reputation has been 



Worldfsmost competitive market the 
American arcades, piscer dug a cade 
players; and they know a thing or two 
as well-, have voted our games spm< 



up 

onkey Mountain in CONGO BONGO 
umber J in the BUI boar 
984, You'll ride hippos, dodge 
harging rhinos and do battle with 
hongld areinres; bnt mane sure 

don 1 ! end up as a lunch time treat for * 
man eating fish? 



le treat f 

ing tiine 
DOWN. 



innovation as o^e chaj t-topi ei has 
ftrijowed anortlfTT 

the arcade players 
were asked. 



A." 




the 



bistofall 



high speed action, breathtaking 



time. The yj ve enjoyed 



Of [course there] was no reason at aJ I 
and so we decided to bring our games 
home and Set all the family have a 
piece of the action. We have Ire- written 

programs for many of the popular 
home computers and now everyone 
from junior to gyaodma can have a jgol 



Or ybu can; 1 have a smasiung 
with ^ally &$dway!s DTlif 
^hia q a frq^i^cd j ^ot or ^ ts dr^amr-f^ 
you bish yoiir way lover rpugh rbads. 
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leap cfead ezjds. caiyons Lid cr^sh 
anyone who gets in the way! No. 1 in 



the Pliy Metier Conversions PoU, 
UP N DOWN is one smash hit that 



really 
And 




Ir ink then F 
o be the lo 
herei evei 



doesn't drive you to 
TlAJTEB wiUrauih 
udest, wackiest saloon bar 
ever been. The action gits 



to 

there 

i nly ta t of land al me olrerw 
bar tender scrambles to serve his 



Dutjaolt Lilt- jriO^r I it en.. « itosct 



lac Tj LPPER tad SFTHDNTl R *r* i rat ? 
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the wild 

Western Saloon to the Sports Bat 
f ram there to the slain dancing Punk 
fir and into the Space Bar where the 
Customers really are out of this world! 

Down to earth with SPYHUNTER 
from Bally Midway. But doti't expect 
Jnyrhinre of a rest After all. this was 
the number 1 arcade game of 19&4 and 
now you re in the hot-seat of the 

t 



alien saucers. Your race against death 
has just begun! Prepare for battle with 
your most powerful enemy , ,1 the 
mother ship. You must hit her dead 
centre - anything less will only waste 
fuel Aim steady, hut horry . . .your fuel 
is dangerously low! 



hratittest machine on four wheels. 



And finally there's the legendary 
ZAIXON-tbe ultimate experience, 
You'll pilot a space fighter through 



You're after enemy spies. The situ a do 
is Life and death. You'll need every 
weapon you've got -machine guns and 
guided missiles, oil slicks and smoke 
screens . But the enemy is everywhere. 
, Cto the road, in the water, even in the 
air. So you'll have to be more than fast 
to stay ahve in SPYHUNTER; you'll 

Jeed brains and guts as well! 
.4 



force-fields and enemy fire on your 



LNLMf 



Fly into the 25th Century and bear 
he mantle of the legendary BUCK 
lOGERS. Skillfully slip through 
leadly electron posts. Dodge and 





We 



s re 



o youi and now under the U.S 



me 



Sold 

a be I you'll find versions for the 
Spectrum and Amstrad too, With ELS. 
Gold and Sega, the arcade winners - 
foull be a winner too. Hands down! 



mission to do battle with the deadly 
ZAXXON, Countless others have gone 



before; now it's your turn to do battle. 
You'll quickly see why Z AXXON is one 
of only ten games that have made it 
into Electronic Games 1 American Hall 
of Fame, 
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II i he speed and excitement of 
championship squash is now available at your 
Y fingertips in a game so realistic - you'll need a 
shower afterwards! 

Written with the help of Jonah Barrington, former World 
Squash Champion, the game keeps to the International 
Squash Racquet Federation rules as far as is possible. You 
serve in a 3D glass- backed court r_o play against your 
computer, or. using the game's two player option you can 
challenge a friend, 

There are 4 levels of difficulty, and depending how fit you 
are you can play 1 , 3 or 5 game matches! Check your score 
with the on screen display, but as your eyes arc too busy 
watching the balk Jonah Barrington acting as marker calls out 
the score for you All this is due to a programming 
breakthrough chat enables your computer to accurately 
reproduce the human voice without any hardware 
add-ons! 

The game also incorporates a User Defined 
Joystick /Keys option which means that you can 
set your keyboard to sun you., or play with 
|ust about any make of joystick. 

So get m training foi this high- powered 
action game now. 

s your service next! 
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THIS TORMENTED 
BUSINESS 

I was struck by reading a phrase 
In an edition of a software trade 
paper, it was, \ „ this tormented 
business of ours. J It rather neatly 
summed up the first six months 
of this year in which the pre- 
Christm as gloom merchants 
appear to have been vindicated, 
To the vanished or quietly 
disappearing software houses, 
we can now add Bug-Byte, 
Fantasy and Micromania, the 
latter two certainly helped on 
their way by the collapse of soft- 
ware distributor Tiger 

Bug-Byte looked like it was ail- 
ing for some time despite, or in 
spite, of rumoured tie-up deals 
with Argus, A shame really, be- 
cause it severs any final link with 
the original flowering of Liver- 
pool programming talent that 
began with Bug -Byte and flowed 
into Imagine, Software Projects 
and many of the programming 
houses that now exist. Micro- 
mania had too much stock of 
their latest game in Tiger to 
withstand the loss of revenue, 
The irony is thai, by all accounts, 
Future Project so lo ve ry wel I , 
mostly through Menzies with 
whom T*qer largely dealt, but 
because Tiger ended up owing 
Menzies money in the form of 
credit for returned, unsold 
tapes, companies like Micro- 
mania who should have 
received payment did not — for 
Menzies dealt with Tiger and not 
Micromania. 

The way in which companies 



go bust is often telling. There 
are, of course, very strict legal 
rules covering the matter, but 
they are often easy to get 
around. Bug- Byte's receive rs in- 
formed all creditors (including 
CRASH) of the situation. Micro- 
mania's Dominic Wood wrote a 
letter to the effect that he was 
bankrupt — at least you know 
where you stand. Fantasy's 
demise was less ethical. For 
several weeks managing 
d irecto r Pa u I Dyer was 
unavailable because he was 
'moving house', according to 
the female voice answering the 
phone. Then the voice was 
unavailable — then the phone 
was disconnected. Pauf Dyer 
and Fantasy had vanished, 
lea vino huge unpaid debts 
behind According to one 

Krop rammer who fs still owed 
is last safary, rt was a real 
moonlight flit. Like many others, 
he has no idea where Paul Dyer 
has gone to ground. There are 
rumours that a new 'Fantasy 1 
aims to rise from the ashes, 
probably with the near 
completed Super Pyr&mid 
game 

I hope not Paul, I really hope 

not , t . 

FROM BACK 
ROOMS TO 
BOARDROOMS 

There is a prevalent feetin^ 
among many figures in this 
tormented business that more 
software houses will bite the 
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dust this summer, but what is 
tending to happen is a swallow- 
ing of smaller individual 
companies into larger conglom- 
erates. Britons like to think of 
themselves as individuals, so 
we frown on th is, feet i ng ( rig ht ly 
so at times) that we will get less 
value for money from the giants, 
and that genius and talent will 
be strangled m favour of con- 
formist marketing policies 

There is nothing new in this; rt 
seems inevitable thai all new' 
industries must start in back 
bedrooms and move to the 
conglomerate boardroom. If an 
industry is worth it, big money 
will move in. Competition 
increases, tougher marketing 
emerges, and the under-capital- 
ised pioneer suffers. The 
benefits of programmers 
marketing their games through 
the larger software houses 
shouldn't be overlooked 
though. The programmer is free 
to concentrate on what he does 
best while being linked to 
sufficient finance to market the 
game well, and at the same time 
is freed from the real headache 
of all companies — financial 
controls (a euphemism for 
getting the sods to pay 1 — the 
Maf ia have one of the most 
effective systems, they break 
people's knees!. 

I said that there's nothing new 
in this — it happened in the 
music business (and has 
happened in publishing too) 
with independent labels being 
swallowed by the likes of CBS, 
EMI and Decca. Eventually talent 
and/or originality is stiff led and 
the general public suffer until 
rebellious elements in the street 
put together an alternative 
music. It happened after the 
Beatles in the 60s and rt 
happened again with Punk Rock 
in the 70s. It seems to be a cyclic 
event and no doubt it wiEl 
happen with the entertainment 
software business. There are too 
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many taiented games designers 
around for this industry to 
torment itself to death. All that's 
occurring at the moment is a 
change of colours. It's down to 
us as reviewers and players of 
games to ensure that the 
conglomerate software houses 
don t get complacent with their 
product, 

Roger Kean 




ON THE COVER 
GREMLIN 

I'm afraid that once again it is 
CRASH apology time! The 
artwork gremlins have been at it 
again on the last issue, resulting 
in a shameful oddity in our On 
The Cover (Screen) feature 
about screen designer David 
Thorpe. We included a screen 
based on CRASH issue I s cover 
that had nothing to do will i 
David Thorpe, The man who 
designed the CRASH cover 
screen is actually Graham 
Lucas, who came second in the 
CRASH /G reml i n G raphi cs 
screen design competition 
some issues back, What's even 
worse, is that during the repro 
stage, the separations were 
reversed so the picture came out 
all the wrong colours. Oh dear. 
The mistake arose because 
Messrs Lucas and Thorpe's 
screen shots were all on the 
same roll of colour film and 
someone in the art dept got 
carried away with patriotic 2eal. 
So, a po log i es to David Thorpe . 
G ra ha m Lucas' pictu re was to be 
used on its own, 



ADVERTISERS' INDEX 



Gremlin Graph 
Imagine 
Legend 
Lerm 

Mikro-Gen 
New Generation 
Ocean 
Qutcksilva 
Ram Electronics 
Romantic Robot 
Software City 
Software Projects 
Ultimate 
Virgin Games 
Vortex 

USGold 




1,43 
63 
37,39 
95 
6. 113 
4 

35,44 
67 

80,81 
75 
59 
131 
IS 
23 
13 

2, 3, 127 



CRASH July 1985 7 



MEREL Y MANGRAMMEREL Y B 



WELCOME to 
the comp- 
uter game*; 
column that 
futures on 
just about 
everything. 
In fact I'm so 
fed up of writing the words 
'Hopefully Well Be Reviewing 
Next Month' thdt I've decided to 
abbreviate It down to 
HWBRNM, SO rf you «e these 
letters — and you will — it isn't 
me trying to clear my throat of 
Ludlow's damp air (as I write, 
the rain is pouring down, an- 
other lovely summer). 

Talking of the weather, chaos 
rains about me. My already 
cramped desk is yet again 
threatened hy the sudden arr- 
ival ofZZAP! 64 s editorial team, 
who have moved up from their 
base in Yeovil where the hell is 
Yeovil anyway?) and are busily 
grabbing all the spare power 
packs and 1922 Hermes type- 
writers going land there aren't 
that many going. Of is that 
'working' J? It's quite off putting, 
I can tell you, to be raving about 
some great new game, only to 
have some smart •••• going. 
'Oh that one. Basically, we've 
already done that it on the W, 

and it's not so amaaaiing ' 

Yeah, well . . . 

Anyway, enough of the (owl 
colour — honour satisfied, once 




I've managed to out-intro 
Robin Candy, (seen the Playing 
Tips yet? -fiCI Onto the real 
stuff, 

I guess the biggest sadness due 
to schedules an' that, is our not 
being able to review Nodes of 
Yesod by Odin. Odin areni all 
that new, despite appearances, 
since they are a relaunched vers- 
ion of Thor [Jack and the Bean- 
stalk et al). Previous Thor games 
were characterised by their extr- 
emely colourful graphics, and 
the same is true of Nodes, 
except that it also boasts same 
great graphics and neat hum- 
ourous touches, as well as a vast 
playing area. Snap judgement 
here at CRASH Towers (some 
five reviewers fighting to get at 
the Joy stick} is that it couid well 
be a rave CRASH Smash this 
issue — if it had arrived in time 
to get it all done properly. 

You play (wait for this) the 
Right Hon Charlemagne 'Char- 
lie Pothering ham- G runes (we'll 
stick to Right Charlie) and it 
takes place on the Moon— okay, 
forget the scenario, there's no 
room. A series of linked screens 
represent the Moon's surface 
(you know it s the Moon toe- 
cause of the excellent graphic of 
the Earth hanging in the twink- 
ling starred sky) and Charlie 
runs leaps, bounds and somer- 
saults (yes — somersaults) 
along, over the craters and hill- 
ocks. Jumping into a crater 
drops you below the surface, 
into caves with platform b Socks 
suspended in space above the 
floor, which may be several 
screens down. 

8 CRASH July 1985 
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There are loads of very large, 
very varied and beautifully 
animated nasties. One of 
Charlie's prime objectives is to 
find and hopefully befriend a 
Moon Mole, a creature which it 
is suspected, eats the very subs- 
tance of the Moon itself. This 
creature can be guided around, 
and thus makes a convenient 
sort of self-tunneling tube train 
for getting about the caverns. 

We'll see what everyone has 
to say next month, but from my 
fairly quick glance, I'd say the 
character graphics are among 
th e best I Ve see n —certainly the 
most detailed, Charlie, himself is 
a sheer delight with his deter- 
mined walk, panicked falls, 
slumped resignation and term- 
inally deflated end. Marvellous. 

I ve had reason in in the past (LM 
looks back — Christmas Special) 
to refer to what I call the self 
copy' trend, a syndrome where- 
by software houses all have the 
same sort of idea at the same 
time. The Track St Field' arcade 
game is a good example of this, 
resulting last year in a flood of 
athletic simulations. This year's 
themes seem to be a trifle more 
violent and related, ie boxing 
and karate (or martial arts). 

Inspired by the arcade original 
Punch OutU\ we re about to 
see a battle in the ring between 
Elite and G rem I in G r aphi cs. E I it© 
are majoring on Fmnk Bruno's 
Boxing (see last issue Merely 
Mangram) which HWBRNM. 
Gremlin Graphics have just lie* 
e need Rocky from Spanish soft- 
ware house Dinam+cThe name 
may be subject to a change if 
there should prove to be a clash 
of interests between the game 
and the famous film of the same 
name. Rocky has a neat control 
which when used via a joystick 
makes it feel quite realistic. Both 
games, as you can see, rely on I 
very large graphics in black and 
white which allow for quite 
sophisticated animation — 
rather essential for a game like 
this. 

On the oriental front we 
should soon be seeing a Spec- 
trum version of Way of the Exp- 
loding Fist from Melbourne 
House. This karate simulation 
offers a wide range of tactics 
with eight types of kick such as 
the Jump Kick (ah soh High and 
Mid Kicks (ah so so), Short Jabs, 
Sweeps forwards and 
backwards (ah so so so) and the 
famous Roundhouse, which has 
little or nothing to do with Chalk 
Farm in London but does 
simulate a kind of high speed 
engine turntable effect for which 
the Chalk Farm Roundhouse 
was once famous. Good timing 
is essential with all of these 
tactics, something for which 
British Rail is not so famous. 
There ere also three types of 

Bunch and two somersaults. 
fay of the Exploding Fist is a 
two-player game or one player 
against the computer, is expec- 
ted to be available about now 
and costs £8.95. 




The Spanish contender ROCKY, offers ^mew/jai iaryuf 
characters. Mam ynu am d&fivarhig a scorching right paw jah 
to the sweating opnj7f?nf 



The second contender is 
System 3 Software who 

brought us Death Star inter- 
ceptor, whose game Inter- 
national Karate should also be 
ready any day. Not many details 
yet on this one as f haven't seen 
a preview copy, but the large 
characters are animated against 
a black background and Mark 
Cale says there will be synth- 
esised speech on the game, sim- 
ilar to that used on DSl. 
International Karate will cost 



somewhat less than the other ah 
so offerings at £5.99. 

We should also expect to see 
something from Imagine along 
similar lines before long, a lic- 
enced version of the Kunami 
game Kung Fu T and (ah so) a 
version of Karateka from US 
Gold. Imagine look like releasing 
ou ite a few sporty type g a m es i n 
the near future, especially after 
the licence deal with Kunami. 
Among them, I'M put my money 
on Tennis, Golf, Rallying {Hyper 



Flatly) f a n d of cou r se there's Pfng 
Pong. 

Just before going to press I 
heard about a new game from 
Vortex. Luke Andrews phoned 
up to give a few details. It's 
called highway Encounter, writ 
ten of course by Costa. Pansy i, 
and it features a high angle 3D 
view. There's been some time in 
between this release and the 
last, Cyclone t during which time 
Costa has been busily develop- 
ing his style of 3D even further. 
Earth has been invaded by creat- 
ures from Outer Space and your 
task is to confront them at the 
end of the long highway where 
they are hiding. The highway is 
heavily patrolled by the aliens' 
guardians who have set all kinds 
of traps to prevent you getting to 
your destination. The player has 
five characters to control, but at 
the outset you are in control of 
one particular character. Should 
the one you control be killed, 
then you automatically takeover 
control of one of the other four, 
but it is essential to protect the 
others because they can be 
killed — so they aren't acting as 
spare 'lives' in the usual sense 
Luke's expecting to release 
Highway Encounter on 15 July 
and my incompetent informant 
(no names, but he's usually to be 
seen in company with a 1942 
Morgan) forgot to check on the 
price before Luke rang off. 
HWBRNM! (that was me clear- 
ing my throat in sheer disgust — 
\ can't stand incompetents). 

PSS have caused quite a stir 
with their a nti-wargame Theatre 
Europe on the 64. I've no news 
yet as to its release on the Spec- 
trum, However, Paul Hutchin- 
son's follow up to X$viour t The 
Covenant is due any day (See 
Forum for some graphics on the 
characters). PSS describe the 
game as an arcade adventure 
containing State of the Art 
graphics, in which you take the 
role of a futuristic Noah endeav- 
ouring to repopulate his devas- 
tated planet by collecting the 
last remaining members or ind- 
ividual species — a sort of ecol- 
ogy game. It costs £6 95 and 
HWBRNM, 



2 i Creep s shnwinij the lively animation in FRANH BRUNO'S BOXfnfG /mm Etrte 
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In their bid to take over the 
entire world, US Gold have 
announced the signing of a deal 
with Walt Disney Productions to 
create computer games based 
on forthcoming Wall Disney 
films, as well as a licence for 
existing American software. 
Certainly the first two games 
should be adaptions from Dis- 
ney's two major releases this 
year, Return to Oz r Follow up to 
the famous musical which star- 
red Judy Garland, and Stack 
Cauldron, an adventure movie 
due later in the year. These two, 
plus a game based on the char- 
acters in the Jungle Book, are 
being developed jointly by US 
Gold and Ocean. On top of that r 
there <s the host of famous char- 
acters like Mickey Mouse, Don- 
ald Duck and that very British 
bear, Winnie the Pooh; the 

?ames resulting are: Mickey's 
pace Adventure, Winnie the 
Pooh in Hundred Acre Wood and 
Donald Duck's Playground. The 
games, which are marketed by 
Sierra-On-Line in the States, will 
be available on the 64 and I await 
news about the Spectrum con- 
versions, 

But this is not si I, oh no, if 
you're aiming to take over the 
world, how could you possibly 
do it without Kermit and Gonzo? 
US Gold have also signed deals 
with Muppet Pioductions to 
produce two Muppet programs, 
permit's Electronic Story Maker 
— a graphics kit for very young 
kids, and The Greas Gonzo — a 
word builder program for 6 

Kears and up, Watch out Rosetta 
kCleod! 

Backtracking slightly to Grem- 
lin Graphics (well covered in this 
months feature profile), I 
should just mention that along 
with Rocky, the company has 
also licenced a second game 
from Dinamic called Profan- 
ation, which features a lively 
character exploring the tombs of 
Abu Sim be I (Egypt you know, 
ref Lloyd Mengram's World 
Atlas and General travelling 
Companion Guide). It has a 
graphical similarity to Quick 
silva's Fred, but is in fact an extr- 
emely tough platfornvcum- 
maze game that relies on the 
player's timing skills to avoid 
being ripped or dripped to 
death. WDBRNM (We'll Definite- 
ly Be Reviewing Ne*t Month) 



Silversoft have been rather 
quiet of late, but the London- 
based software house is getting 
ready to make some noise 
again. Like Gremlin Graphics, 
they have been interested in 
some of the games coming out 
of Spain's Dinamic. They are 
kicking off with the release of 
two reiated games, which incid- 
entally precede Profanation. The 



first is called Sa/ma?OQm t which 
stars the intrepid Professor 
Indiana Smith who travels the 
exotic parts of the world dig- 
ging, grubbing, discovering and 
generally getting into archaeo- 
Foqical trouble. Part two, Baba 
Liba will follow when the 
Spanish/English translations 
are completed, Saimaioom 
co sts £6 . 95 a nd 8aha L iha w \ 1 1 be 
£7.95, 

Firebird are busy getting new 
material together for their Gold 
range — I don't know how much 
of this we'll see, but they tell us 
some 30 programs are in devel- 
opment and they're always 
interested in more, so if there 
are any programmers out there 
with some solid gold ideas 
(don't worry, the jokes get 
worse) get in touch with Firebird 
immediately, John Cain r who 
wrote the CRASH-smashed 
Booty is at work on a game in the 
Isle of Man due for release in 
September and which sounds 
like it's based on problems in the 
Isle of Man, Firebird weren't 
intending to release any more 
Silver range games until later in 
the year r but have come up with 
something called Cytu t which 
they thought was so mega-fab it 
was worth putting out straight 
away, A copy is dataposting its 
way to me at this very minute — 
more next month. 

Software Projects promised us 
a preview of Jet Set Willy ff t but it 
hasn't turned up yet However 
the Amstrad version is suppos- 
ed to be identical. It r s set in 
exactly the same mansion as the 
last one, but by some magic 
method an extra 40 odd rooms 
have been added in and around 
the previous 64 There don J t 
appear to be any big surprises in 
it except for the incorporation of 
all those hoaxes and jokses that 
JSW attracted to itself. The 64 
version allows you to play in any 
room you wish to, but won't 
allow you to leave that room — 
an attempt to stop all the pokes 
from getting out of hand. 
Whether this is true on the Spec 
trum version I don't know yet 
Jet Set Wftly If has not been writ- 
ten by Matthew Smith. 
I r m sure I must already have run 
out of space and if I take up too 
much RC starts complaining 
(and dash ed has already cut his 
section down slightly this month 
as a punishment for making a 
thingummy last month by leav- 
ing out a DATA line in a poke — 
tee hee), so I d better get going 
on the old bike, back home. But 
one last interesting point I've 
just noticed; if you use Derek 
Brewster's adventure tips 
coding system and apply it to 
HWBRNM, you get IVAQMN. 
Fab, hey? 
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ZZAP! 64 is monthly and costs 95p 



'ZZAPI 64' & 'CRASH' are both News field Publications 



HELI- 
CHOPPER 



Producer: Firebird 

Memory required: 48 K 
Retail price: £2,50 
Language: machine code 
Author: Tony Beckwith 

Apart from the flying duck$ r the 
rising lethal bubbles, the murd- 
erous disks and the bombs there 
,s little difference between your 
rote in this game and that under- 
lakEsn by those brave chaps of 
the Air-sea-rescue service. Your 
mission is simply to chunter 
around the screen in your little 
helichopper and rescue the 
clones stuck on the other side of 
the swamp. In the meantime the 
creatures in the swamp below 
are attacking you with a wide 
variety of weaponry, and while 
your chopper is armed, it can 
only destroy objects that are 
immediately be tow it. 

The rescue of clones is effec- 
ted by flying to one side of the 
swamp ana waiting while he/ 
she/it climbs on board, and then 
you deposit your passenger 
safely on the other side. A sort of 
IF done to be picked up THEN do 
so operation. 

While flying you must brave 
the objects buzzing around all of 
which are bent on your destruct- 
ion. Subsequent screens offer 
the same terrain but with even 
more nasties to counter. Some 
of the screens have an aerial 
maze for you to negotiate, 
touching any of its component 
parts (the third screens maze is 
made up of what appear to be 
bricks with eyes) will result in 
the destruction of your flying 
machine. 

Points are awarded for shoot- 
ing the aerial greeblies, the 
number of points will, oddly 
enough, depend on their colour. 
Points are not awarded fortrans- 

Eorting the clones but you will 
ave to move them all before 
you a re a [ I owed to go to the next 
screen. 



CRITICISM 



• 'When I first played Heli- 
chopper I thought it was Firebird 
flop but now, about two hours 
later, I just can't put it down The 
graphics are small neat and well 
animated, they remind me of 
some of Ultimate s early games. 
There is hardly any sound but 
what little there is r is adequate. I 
think the time limit was a little 
too long on some screens he 
cause tfiey where a little too 
easy to complete, One feature 
that really annoyed me was the 
key define option, if you weren't 
quick enough then you could 
end up with all of the controls on 
one side . Wh He Helichopper was 
a very playable game it wasn't 
as addictive as I had hoped/ 



• 'Helichopper' part of Fire- 
bird's Stiver Range, is pretty 
good value at £2,99 The graph- 
ics are smooth, and the game is 
at first fart to play, hut it become 
/ess exciting the more you ptay it 
because or its limitations and 
repetitive nature. 'Cheap and 
cheerful better than average 
and for the money not a bad 
deal/ 

• 'Apart from a fatal misunder- 
standing when I first started 
playing the game, which led to 
me parking the helicopter on top 
of the electric fence (which 
meant that the little clones 
wouldn't come out to play and I 
couldn't do anything), I soon got 
to grips with Hefichoppervvhic^ 
is really quite jolly. Your heli- 
copter whizzes round quite 
merrily, bouncing off the top of 
the sky, and the various nasties 
which include homing killer 
ducks make it quite ^challenge 
to play. Once I'd stopped bounc- 
ing the helicopter in frustration 
on the head of un co-operative 
clones, and worked out that you 
had to land by the electric fence 
and waft for it to disappear 




Walking fa the heffconf at in HEUCHQPPER, while above. 
circfM art evil duck 



before collecting a clone, I was 
well away, Hours of fun. 



COMMENTS 



I 



Control Keys: definable 

Joysticks any 

Keyboard play: gcod 

Use of colour: simple but clear 

Graphics: average 

Sound: fair 

Skill levels: 5 



Lives; 4 
Screens: 23 
General rating: 
game 



pretty average 



Use of computer 
Graphics 
Payability 
Getting started 
Addictive qualities 
Value for money 
Overall 



65% 
71% 
75% 
70% 
78% 
80% 
67% 



UNBELIEVABLE! 



OF YOUR 
WITH 



INTERFACE III 

THE IMPOSSIBLE HAS BEEN DONE 

Yes re's true trus fantastic new peripteral wtil transfer every program available on m frnc/adirve Ye* 

VeL freiieve it or not *t so *wy to uu that wr are turning our pet cat [CJivef to use ir Any- 



! capable of loading and saving a BASIC program can transfer neatly awkward prog^ms td rnicr od 



+ Consists of hardware and software 
| software en mkrndrlvv cartridge | ■ 

# Transfers mU programs available an 
to mlcrodrlve* 

m Very, very, easy to use. (If CM ve can 
do ht we're sure you can.J 

• Al I program* MO AD andilMN i 



S a "snapshot of any stage Ota 
program. | Saved as a screen. J 

• Transfer can be actuated at any stage 
allowing "customised versions. 

m Will also save to tape . (Normal speed 
load one* saved. J 

* Programs will reLOAD Independently 
of the 



IF YOU HAVE A MICRODRIVE YOU MUST HAVE INTEWACE III 



rr.WerlililrJiMiibiUiwr-H^JlriPV 
rfTviZnJ IJ K -irni nwr'ifti^ 



ONLY £39,95 Inc. P&P 



Ail ptflCCl inrlwd*' f**P Jtfliif VAT %mti chrqur 
Potl-Al Ortfcr at Ci*drl CJMtf No- (rrtrt Cirri drriftfl 
r*r.{rp1?d *>y phone. C*Hrrr <m,**ramr Wid* r^ngv 
rjl ipoadi tliW-f-d Tr Jd*" *riq uirn-i wtf-rroi"* Ey* 
rjf jn Drdnrih ltn(* frin- At .u»w#rflt#4 QliOHf* 
hftpt EJ.SH For #irrm«pl Mill autof IO Fvnrurn, 
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THE 
ROCKY 
HORROR 
SHOW 



Producer; CRL 

Memory required: 48K 
Retail price: £8.95 
Language: machine code 

'The Rocky Horror Show' was a 
cult stage play and an even 
bigger cult film in the States, 
where night after night foryears r 
the same audience would sit in 
the theatre repeating the lines in 
unison with the actors, dressed 
in the same type of clothing — 
crazy, ft was a crazy film, and the 
game actually does go a long 
way in recreating the atmos- 
phere and sense of madness, 
which is to its credit- 

If you are one of the last 
people left on earth who knows 
nothing of the 'Rocky Horror 
Show", film or stage play, then 
you might be forgiven for not 
knowing what is going on, 
Good, middle class American 
youngsters r Janet and Brad, 
through some mechanical 
defect in their car, end up in this 
weird house for the night and 
one of them gets turned to stone 
— well, it'll do for a start. 

ff s entirely up to you whether 
it s Brad or Janet who gets 
stoned by the wicked Dr 
Frank'nTurter and his dreaded 
Medusa machine, but clearly the 
least solid of the pair must do 
the rescuing. The task ahead is 
simple; guide the rescuer 
around the house and find the 
pieces of the De-Medusa and put 
it back together, then you can 
wipe that rather stoney smile 
from your partner's face and run 
I ike blazes. Of course finding the 
pieces isn't a piece of rock cake, 
you need to look for them and 
that means opening doors and 
that means finding keys — the 
right keys, And while you are 
lurching around this rather attr- 
active period dwelling you are 
going to be chased by quite a 
few people who would rather 
you oidn\ and they have some 
pretty mean ways of expressing 
their preferences, like killing 
you. If you are lucky something 
might just walk up to you and 
say something silly like 'I didn't 
like my Teddy! 1 or it's just a 
jump to the left ' These rem- 
arks seem move Brad and Janet 
into a state of total confusion 
{know how they feel) and after a 
few more from the right sort of 
person that confusion moves up 
a grade, to total death. 

The De-Medusa is made up of 
fifteen separate bits which must 
be collected piece by piece and 
deposited in the chamber next 
to your stiff friend, At the start of 
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each game you find that the 
characters and the vital pieces 
have all been left in random loc- 
ations around the house. While 
there are fewer than fifteen 
rooms within the house, some 
rooms have more than a mere 
lock to gat past, the worst being 
a strange electric beam. The 
beam removes your one and 
only life if you get too close — it 
can be turned off but it r s a bit 
tricky. Your other problems 
move around on their own, they 
are the characters of the play 
and each one of them will have a 
lasting effect on you, The Butter 
(Biff Raff),, for example, is nuts, 
he wanders round all day long 
complaining that nobody loves 
him while at the same time he is 
trying to zap you. One of the 
girls, Columbia, simply strips 

Kou naked when you bump into 
er, Eddie is a chap/thing who is 
particularly unpleasant. He was 
one of Frank's failed exper- 
iments. Fortunately he spends 
most of his time in the freezer, 
unfortunately the freezer 
doesn't work that well, the 
thermometer at the base of the 
screen lets you know when he is 
thawing out. 

Oh one last point the whole 
house is a space ship, yes it is 
difficult to believe but there you 
are. From your arrival you have 
99 time periods {that's not as 
long as it sounds) to rescue your 
mate and a run for it otherwise 
by then r you see, Frank will have 
grown tired of your feeble 
efforts and left for home. Appar- 
ently Frank is this guy from outer 
space and he wears the wrong 
clothes, weli that seems to ex- 
plain it all. 



CRITICISM 



r 



m On the whole this is a very 
appealing game to play, the 
backdrop of the house is great, 
the animation is superb, I partic- 
ularly admired the manner in 
which the characters moved 
around of their own free will, 
and around objects. The way the 
screen changes from one room 
to the next is very smart. But 
something has come out of ah of 
this cleverness, bugs, I'm sure of 
it. On two occasions when I died 
and sent Janet back she appear- 
ed at the starting position, the 
hall, but in the hall was the lift 
from the other end of the house 
and one of the electric beams 
from the floor above. Well being 
the adventurous sort I got in the 
lift, guess what? it went DOWN 
to the floor on which I got in it 
Other annoy ing things tended to 
happen. The motorcyclist could 
be seen momentarily as part of 
the front door r he would appear 
again, just for a flash, in the din- 
ing room. This business about 
the clothes I thought one of the 
characters was meant to steal 
them yet you can be quite happ- 
ily wandering across a room and 
woomph — you're stark staring 
naked, The electric beams are 
tricky yes r but more often than 
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through the haft on his ferire, searching tar Teddy 



not you can get killed when they 
are not on and that makes it a lot 
more than Just tricky. Very nice 
game shame about the bugs/ 

ft 'Unfortunately due to my not 
being able to receive channel 4 1 
missed the *ftocky Horror 
Show', f assume that the oame 
follows the same theme out in 
any case it's a good game. CftL 
have used some nice graphics, t 
found the collecting of bits a 
ff'ttfe repetitive after a white. The 
hero sprites went into some 
weird dance routines on occas- 
ions. / regret not being able to 
understand the point of the 
whacky conversations but even 
so a plaYahle game but not that 
addictive.' 

• 'It's about time CRL produced 
some decent software, espec- 
ially now they've gone public, 
wefl maybe the Rocky Horror 
Show is a new leaf. The idea of 
the game (getting the De- 
Medusa machine parts and put- 
ting them all together) Is quite 
simple really, although a little 
long-winded. Some puzzles are 
a little tricky to solve at first but 
become apparent enough as 
you progress through the game. 
The graphics are of high quality, 
detailed and there are no attrib- 
ute clashes between the moving 
characters and the back- 
grounds. It looks as though tots 
of people are starting to copy 
Gargoyle's Tir Na Nog style. 



After playing the first few 
games, I noticed that there is no 
score — a little bit off-putting 
because you don't know how far 
you have got through the game. 
Overall quite a playable game 
and definitely the best CRL have 
produced, and hopefutly not the 
last. I don't think it will take too 
long to solve once you've got 
going,' 



COMMENTS 



Control keys: A/Z up/down, N/ 

M left/right, Space to fire 

Joystick: Kempston, Sinclair 

and Protek 

Keyboard play: fine 

Use of colour: a bit one tone but 

avoids clashes 

Graphics: very effective, despite 
some oddities 
Sound: pleasant effects 
Skill levels: l 
Lives: 1 

Screens: about 14 

General rating: an exciting and 

different game with adventure 

elements. 

Use of computer 77% 
Graphics 85% 
Payability 78% 
Getting started 78% 
Addictive qualities 70% 
Va lue for money 70 % 
Overall 79% 



Approaching fast... 
brain -blowing graphics. ..mega-blasting power.. .fast-action pl ay ability... 
highway encounter'...a totally new direction from vortex, 

once you're on it... there's no turning back. 



■HIGHWAY ENCOUNTERFOft SPECTRUM 4&K-£7.95- 
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TALES OF 
THE 

ARABIAN 
NIGHTS 



Producer: Interceptor 
Software 

Memory required: 48K 
Retail price: £5.50 
Language: machine code 
Author: I Gray and others 

This game first appeared some- 
time before Christmas on the 
Commodore 64 and generally 
received favourable reviews. 

Don't be deceived into think- 
ing that Sultan Saladin is some 
form of cold and healthy crinkly 
green meal served with dried 
fruit. He is in fact a very unsav- 
oury character from the Tales of 
the Arabian Nights who practis- 
ed the same nasty habits as the 
black widow spider only with the 
roles reversed — asa result the 
Sultan's brides last s short time! 
Prince Imrahil s sister has been 
seized by the Sultan and is taken 
to Bagdad. It's up to you to help 
him rescue the girl. 

The journey to Bagdad begins 
aboard one of the Sultan's ships 
where you must collect, in order, 
the golden jugs each bearing 
one of the letters in the word A- 
R-A B-l A N. As you scamper 
about the rigging a multitude of 
nasty monsters from above and 
below The water attack you. 

From the ship it's up river by 
raft to a great cavern where you 
encounter Al-Khemized and his 
dreadful genies. While you're in 
the cavern perhaps you could 
just have a quick jog round and 
put the Jugs in order then you 
can move on; to the desert. The 
desert scene, like the river, is to 
be noted for its lack of jugs, it's 
iust you against the nasties. 
Next stop, the city gates, but 
mind out for the arrows and 
boulders as you sort out those 
jugs. Among the platforms of 
the next scene, the garden, you 
tind some more golden jugs and 
this time the arrows are smal l fry 
compared to the nastie genies. 
At last the Palace; more golden 
jugs but don't forget to duck and 
weave as you sort them out. 
After the Palace you pick up 
Anitra and with her in tow you're 
only a magic carpet's flight from 
home, just mind out for the arr- 
ows and those nasty birds. 

m 



CRITICISM 



• r After admiring the rather 
J flash' cassette case I was really 
looking forward to taking on The 
Tales of The Arabian Nights t but 
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when I started wow was I bored! I 
One of the first things I realised 
on the ship scene was that once 
at the top of a mast you could 
not go down, the instructions 
gave no indication of this. The 
graphics are reasonable and 
after you have passed the first 
screen the game develops a 
little. The sound could have 
been a great deal better, a few 
measly bleeps as you collect a 
jug but at least one is given the 
option to switch the sound off, 
This appears to present the 
me as good value for £5.50 
iut I'm not so sure/ 

# 'Not the world's most challen- 
ging arcade game this, in fact if 
you you can spetl Arabian you 
Should have no troubfe rescuing 
Anitra and then she can sort out 
the wretched jugs. * 

• Arabian Mghts has to be one 
of the most bug -ridden games I 
have ever played. It has a demo 
mode that doesn't go away, I 
had to break into it to actually 
play the cjeme, and once you do 
get into it you really have to try 
hard to avoid the bugs. I only 
saw the first screen because 
avoiding one of the nasties 
means you have to walk off the 
edge of the ship and then you 
fall into the sea and disappear 
under the waves only to re- 
appear at the top of the screen 
falling back into the sea. This 
continues to loop rn finitely until 
you pull the plucj as there isn't a 
abort option, This game has 
hardly any sound and fairly jerky 
graphics that are painful on the 
eyes. 



COMMENTS 



W 



Control keys: Q/A up/down, 
N/M \eti/ right, SSto jump 
Joystick: Kempsion or Protek 
Keyboard play: narrow 
selection of keys but otherwise 
OK 

Use of colour: pretty good 
Graphics: above average 
Sound: great when you turn it 

off 

Skill levels:! 
Lives: 5 





ivmum (Mights ~ 






» - -. 




6 


ft 




rm * — 


ii^^fe* ■ ■ 

: i 


; 9 


l 1 2fm . 


8 







fit ha a pttmnnrxt task in ARABIAN 



Screens: 8 

General rating: slightly better 
than average- 
Use of computer: 51% 
Graphics 55% 



Payability 46% 

Getting started 65% 

Addictive qualities 43% 

Value for money 55% 

Overall 55% 
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DUN 
DARACH 

Producer: Gargoyle 

Memory required: 48K 
Retail price: £9.95 
Language: machine code 
Authors: Greg Follis and 
Roy Carter 

The hero is backl We were first 
introduced to the 7 -characters 
high Cucftulainn the great in Tir 
Na Nog, now he returns in this 
epic game, Dun Darach. This 
time there is a very subtle differ- 
ence between Cuchu la inn as 
seen in Tir N& Nog and Cuchu- 
lainn in Dun Damch, he is alive! 
No he hasn't been reincarnated 
for reuniting the Seal Of Calurn, 
this adventure is set in the early 
years before Tir Na Nog. 

Following a bioody and point- 
less battle against the Conachta. 
In which the Amhair, a prince of 
the Conachta, had been killed, 
Cuchu la inn the Great was retur- 
ning home with his faithful 
charioteer, Loeg. 

Towards the end of the sec- 
ond day they stopped at a way- 
side inn, leaving the chariot 
beside a strange horse drawn 
carriage. White they waited for 
food they were approached by 
Skar, s strikingly beautiful girl. 
She told them that she was the 
owner of the strange chariot and 
that she required assistance to 
mend a broken axle. Loeg, un- 
surprisingly, leapt to assist her 
ana left the inn with Skar. 

After a while Cuchulsinn ven- 
tured outside, but to his aston- 
ishment there was no sign of 
either Loeg or Skar. Instead one 
of the proud horses that pulled 
the chariot lay slain. Of the Oak 
carriage, there was only a cloud 
of disappearing dust and on the 
wind a hint of ghostly girlish 
laughter. 

Star was, it seemed, a Sorcer- 
ess and ally of the Connacht- 
men, and she had seized Loeg in 
retribution for the Princeling s 
death, and had taken him, body 
and soul, to the secret city of 
Dun Darach 
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So the scene is set and you as 
Cuchulairm must seek out the 
whereabouts and rescue Loeg 
from Skar. On the way to achiev- 
ing this you must complete sev- 
eral sub quests such as finding a 
particular gift for someone in 
return for another object which 
will prove useful in your quest. 

The city of Dun Darach is split 
into several parts which all have 
their own characteristics, the 
pleasure area has gambling 
nouses and the finance area has 
banks. Within each area the 
streets all have their own names 
and all the doors era numbered, 
which makes mapping and nav- 
igation easier. Doors can be ent- 
ered by standing in front of them 
and pressing enter, the scene 
then cuts to the interior of the 
room. The reverse is true should 
you wish to exit a room 

The main difference between 



Tir Na Nog and Dun Darach is 
interaction. In Tir Na Nog you 
rarely needed to interact with 
the other characters, but inter- 
action ptays an important part in 
Dun Darach. There are two basic 
forms of interaction — trading 
with shopkeepers and brokers, 
and trying to prize bits of inform- 
ation out of the main characters. 

Trading with shopkeepers is 
very simple. On entering a shnp 
a massage is displayed at the 
top of the screen which tells you 
what goods the shopkeeper 
sells or buys and at what price. If 
you are buying something then 
you pick up the object and offer 
the shopkeeper money. If you 
have enough money then the 
shopkeeper says 'thank you 1 
and the goods are yours, If. on 
the other hand, you don't have 
enough money you can always 
try stealing the goods. This is 



done by picking up the object 
and walking out of the shop with 
it Some of the more expensive 
goods, like the thieves' licence 
cannot be stolen and if you try to 
steal them the door locks until 
you have either paid for the 
goods or put them back. 

Sometimes you are in the pos- 
ition where you have some 
goods which another shop- 
keeper wishes to purchase. Just 
offer the shopkeeper the goods 
and he will give you money in 
return. Of course instead of buy- 
ing and selling at a profit you 
could always steal some goods 
and sell them to another shop- 
keeper for huge profit. Should 
Ryde, a sort of local bobby, catch 
you in possession of some 
stolen goods then all your 
money, unless you have banked 
some of it, and all the possess- 
ions you are carrying will be 
taken. 

Communicating with the char- 
acters that roam the streets is 
slightly harder, First of all you 
must find out what each charac- 
ter wants, which sends you on a 
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sub-quest to find the object. 
Once found you you can offer 
the object to a character who 
may give you something in 
retu rn , Whi le wa! ki ng the st reets 
you must beware of the local 
pickpockets who will gladly 
take your money and many of 
your goods should you happen 
to bump into them, unless you 
are a member of the Thieves 
Guild of course. AH together 
lime are ten main characters to 
interact with and you must get to 
know each one's personal likes 
and dislikes. 

As well as the shops end the 
brokers there are several other 
different types of room. There 
are the bankers, deposit rooms, 
portals, gambling houses, 
magic rooms and galleries. The 
bank is a good honest way of 
making money at a steady rate. 
The minimum deposit is 10GO 
ihdi (the local currency) and the 
interest rate is 1% per day. The 
days are calculated by the 
torches that appear on the walls, 
night when they are on and day 
when off. This only applies 
when outside a building, inside 
the torches are permanently on. 
While your money is in the bank 
it is safe from atl the other char- 
acters. 

Deposit rooms are, as the 
name suggests, rooms where 
you can deposit goods, for a fee 
of course. You just enter the 
room and drop the object on the 
table and a fee is deducted as 
you leave. 

In Tir Na Nog there were a set 
of rooms whldi would transport 
you to other parts of the land. 
The same principle has been 
implemented in Dun Darach 
except on most of the portals 
you have to pay a fee. This is a 
quick and easy way to travel 
about the city should you be in 
hurry. 



Gambling houses are a quick 
and easy way of making money 
or losing itl On one of the walls 
is a set of two dice. These spin 
around and after a while stop to 
show two numbers. The game is 
played by placing a bet on either 
the A or B table. Each table has 
its own numbers and odds and if 
the sum of the dice adds up to a 
number on one of the tables you 
have either won or lost. This in 
itself provides an enjoyable alt- 
ernative to ell the walking about 
and trading. 

Magic rooms tend to give you 
messages which are clues if you 
buy spells from there. Also scat- 
tered throughout the city are 
rooms which are called Ha r I- fol- 
lowed by another name. If you 
take a shield with the same 
name and ptace it on the table in 
the room then a picture in the 
room changes to another 
symbol which gives you a clue. 

The galleries contain pictures 
of objects or just pictures of 
things connected with objects. If 
you nave got one of the objects 
connected with a picture then 
drop it on the nearby table and a 
tick will appear on the picture. 
Here the Gargoyle sense of 
humour is best displayed, as it 
was in Tir Na Nog — remember 
the N and egg (the connection 
being N's lay eggs), this makes 
working out some of the clues 
very hard, but if ail else fails you 
could always try trial and error 
On completing a gallery you are 
given a new object or a clue 
about how to do something else. 

The screen is a bit smaller 
than that used in Tir Na Nog but 



none of the detail has been lost, 
the upper and lower parts being 
used to display messages and 
objects carried etc, The same 
'camera view' technique that 
was used in TirNa Nog has been 
used in Dun Darach which 
means it is possible to ge; views 
of both sides of a street, this can 
also help you avoid other char- 
acters such as the pick- pockets. 
Cuchuleinn is positioned in the 
centre of the screen and The 
streets scroll smoothly as he 
walks. The other main char- 
acters as represented by one 
basic male and female charac- 
ter. When a character besides 
Cuchuleinn is on screen {except 
shopkeepers and brokers) then 
their name is displayed at the 
bottom of the screen and a col- 
oured square follows them with 
their initial in it. This means 
characters can easily be 
identified especially when there 
are several on screen . 

As you can see Dun Darach 
relies heavily on interaction with 
other characters and finance. 
Don't let this fool you into think- 
ing that all the types of problems 
experienced in fir Na Nog have 
vanished, you still have to work 
out various puzzles. Dun Darach 
should prove tricky to solve fore 
couple of months because the 
game is so complex. It comes 
supplied in a lavish box com- 
plete with a detailed booklet and 
a rough map of the city. 



CRITICISM 



• 'Oh no! Please not again] I've 
only just completed Tir Na Nog 
ana I thought I deserved a well 
earned rest, But ales I have been 
fo reed to roa m the streets of Dun 
Darach and try to work out all the 
nasty problems that Greg Follis 
has thought up for us, which will 
no doubt mean more sleepless 
nights. I don't think I can stand it 
any longer I The graphics are as 
good as those in Tir Na Nog, if 
not better, end the animation 
leaves nothing to be desired. 
Fortunately there are no nasty 
horrible Sidhe to contend with 
just characters the same size as 
Cuchuleinn which, fortunately, 
don't kill you. I didn't think it was 
really possible fo improve on Tir 
Na Nog but somehow Gargoyle 
have pulled it off. Cofour is used 
well with no attribute problems, 
even when characters walk 
across each other. Overall a sup- 
erb game that should keep you 
glued to your TV sets through- 
out The summer (and autumn, 
winter and spring), Definitely a 
strong contender for game of 
the year! 1 

• 'Cuchutainn the Great is off on 
his traveis again in this epic 
game from Gargoyle Games, i 
was amazed by the sheer quality 
of the graphics which are 
amongst the best / have ever 
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seen! The animation is fantastic 
and now that there are more 
characters in the game it means 
it is one of the best looking 
games around. The game is a hit 
hard to get into but once you 
start getting somewhere you 
witf love it i found the game 
totally addictive end utterly 
playable. Overall a truly fant- 
astic game that deserves to be a 
huge hit in fact t'm pretty sure 
that it wiii be a hit 1' 

% 'The long awaited sequel to 
Tir Na Nog has at fast arrived 
and it was certainly worth the 
wait. It must have been hard to 
surpass the graphics in Tir Na 
Nog but Gargoyle have dona it, 
just look at the other characters, 
the rats and the torches and you 
witl see what I mean. Sound isn't 
up to much just the odd spot 
effect but you tend to get so en- 
grossf?d in the game itself that 
you don't care what the sound is 
like. As with TirNa Nog there are 
no attribute problems which is 
surprising because there are 
more than one colour is being 
used on screen at a time. The 
adventure element is a bit tough 
to get into but you can al ways go 
gambling or just stealing goods 
and selling them at a huge profit,, 
a bit risky but worth it. The save 

Same facility is one of the best I 
ave ever used and it is very 
quick and reliable. How Gar- 
goyle packed so much into 48K I 
will never know, there is just so 
much going on that ft is unbel- 
ievable. If you liked Tir Na Nog 
(or even if you didn't) you will 
love Dun Darach* Excellent 
value for money end a must for 
any respectable Spectrum 
owner. Terrific— just buy it!' 




COMMENTS 



Control keys: Left/Right 
alternate keysf wn Zto Symbol 
shift, change camera view A to 
L enter a door ENTER, pick up/ 
drop alternate keys on the third 
row Q to P , select objetf 2378 9, 
offer object the four corner keys 
Joystick' only programmable 
Keyboard play: quite a few keys 
but easy to use and responsive 
Use of colour: excellent, no 
attribute problems 
Graphics: unbelievable 
animation and stunning 
backgrounds 

Sound: limited spot effects 
Lives: Just the one, bufyou can't 
die, you can only be robbed and 
taken in by confidence tricks 
Screens: scrolling streets plus 
over 100 rooms and doors 
General rating: an excellent 
value for money game which 
has a lot of scope coupled with 
brilliant scenario and graphics. 
Truly a megagame. 




Use of computer: 
Graphics 
Payability 
Getting started 
Addictive qualities 
Value for money 
Overall 



86% 
96% 
89% 
91% 
97% 
94% 
97% 



A VIEW 
TO A KILL 



Producer: Domark 

Memory required; 48K 
Retail price: £10.99 
Language: machine code 
Author: Softstone Ltd, 

Surprisingly, this is the first 
game to be based on Ian 
Fleming's superhero James 
Bond- Taking the form of a three- 
part arcade adventure, A View 
to a Kill is based on the three 
main action sequences of the 
film of the same name which is 
due for release any day now 

The basic plot of both the film 
and game is quite straight- 
forward; involving Bond in a 
battle with a superbadciy who 
has delusions of grandeur and 
seeks world domination. This 
time, the evil one is called Max 
Zortn and plans to blow up Silic- 
on Valley with a thermonuclear 
device so that he can corner the 
silicon chip market and put 
every other computer company 
out of business. (Who needs 
Max — Mark Butier, Chris Curry, 
Paul Dyer et at J 



A view of game and 
movie,.. 



You have to guide 007 
through the three games, acqu- 
iring a special code on success* 
ful completion of each task 
which you input to start the next 
game in the trilogy. This code 
contains information about your 
performance in the game just 
completed, and while you can 
use the same code to jump to 
any particular game, the best 
way to improve your perform- 
ance is to play each game until 
you have done realSy well, 
before moving on to the next 
section. To complete the final 
game, you must have done as 
well as James himself would 
have in the first two scenarios, 
so unless you're really secret 
agent material a little practice 
will be in order" 

The game is played in real 
time but you are allowed to 
pause, so you can sit back and 
sip your Martini. A choice of 
background music is offered: 
you can select the Bond theme 
or the tune from the Duran 
Duran single. More sound 
effects are provided in the form 
of speech output, phrases such 
as 'my name is J ames Bo nd ' a nd 
1 Dammit' make occasional 
appearances. 

Not quite icon driven, the adv- 
enture elements of the games 
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FEW ► ► 

► Dramatic 3D 
Graphics & Fast 
Action ► Unique 
2-Player Co-op 
erative Mode 

► 4 Levels of 
Difficulty ►» 
Different j 
Dungeons >t2S 
Different Rooms 

► Joystick 
Control sEtttsi.^ 
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OBJECTIVE ▼ 

The evil cleric, 

Wistrik, has stolen the 
7 crowns of the 
middle Kingdoms - 
He has hidden them 
all among his 13 
Dungeon strongholds 
YOUR TASK enter 
the dungeons, find the 
crowns, and get out alive? 



mm 



■J|# atch out for the zombies, 

■ If snakes, spiders & orbs - get 
hit too many times and you're 
dead. 

n rotect yourself with magic 
■ crosses and spells. xXXJt 



n 



Orbs in hot , 
f he Mines at 




AVAILABLE FROM ALL GOOD SOFTWARE RETAILERS if if* not mere, please order it - 
or in case of difficulty send your crossed chequetRQ. made to Ariolasott U.K. Ltd. including your own 
oame and address, toAriofasoft UK. Ltd., Suite 105/ 106, A&phalie House, Palace Street London SWtE 5HS. 
REALM OF IMPOSSIBILITY Commodore or Atari Cassette £9.96 Disk £12. 95 
Spectrum orAmstrad Cassette f - A// prices include VAT& p&p, U. K. orders only. 
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are controlled via a "duck shoot' 
system which is displayed in a 
window on the right of the 
screen. The upper part of this 
window shows the symbols for 
the items that you have in your 
possession, and by using the 
keys or joystick they can be 
made to scroll past a pointer to 
make a choice. Once an item has 
been selected it can bo used 
according to the instructions 
entered in the lower part of the 
window. This lower ares con- 
tains phrases such as J return', 
search'/ drop', use' and 'give'. 
The command you select in the 
lower section will act upon the 
object you selected in the 
section above. 

Part One of the game is set in 
Paris. Bond has been briefed by 
F M' and is having lunch with a 
fellow agent, when suddenly hi& 
colleague is killed by the ruth 
less assassin, May Day, Bond 
chases her to the top of the Eiffel 
Tower and watches in amaze- 
ment as she leaps off the top, 
parachuting down to safety. 
Commandeering a taxi at the 
foot of the tower. Bond attempts 
to guide it through the streets of 
Paris to the spot where May Day 
will land. 

Using the controls, you have 
to guide the taxi to May Day's 
landing spot. The main screen 
provides of 3D view of the road 
ahead, while the lower part dis- 
plays a map of the immediate 
area. You have a radio tracker 
which gives an indication of May 
Day's position. Driving round 
the Paris streets you encounter 
many hazards, and driving the 
wrong way down on e* way 
streets will have the police on 
your tail, setting up road blocks 
or maybe taking a few pot shots. 
And watch out for the manic 
Parisian drivers - too many col- 
lisions and your car will stop 
working r 

Miss May Day s landing, and 
it's back to the start for you — 
San Francisco provides the 
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setting for Section Two, the City 
Hall to be exact. Bond and his 
lirl, Stacey, have found Max but 
. le has turned the tables on them 
by trapping them in the lift and, 
because he J s a nice sort of guy. 
setting fire to it. Bond has esc- 
aped from the lift but now you 
must guide him. He must rescue 
Stacey and escape from ihe 
burning building. 

Not all of the objects found 
inside city hatl will have any 
immediate use, the geiger 
counter, for example, is needed 
for the next game. As you move 
from room to room the fire is 
taking hold, and time is of the 
essence. Your progress and that 
of the fire is shown on a front 
elevation of City Hall displayed 
at the base of the screen. A ther- 
mometer on the right of the 
screen lets you know when 
things are getting too hot, 

If you managed to get past the 
first two games then you are 

?iven the chance to save Silicon 
alley and next year's Spectrum 
production. To complete this 
section of the trilogy Bond must 
enlist May Day to help him get to 
the nuclear device by convinc- 
ing her of the error of her ways. 
The geiger counter shown at the 
top right of the screen will help 
you locate the bomb and while 
there's a great deal of jumping 
and rope climbing to do, you 
must always be on the look out 
for useful objects, 

The mine is really □ huge 
maze, and you can examine the 
area immediately around Bond, 
so avoiding those spectacular 
but annoying jumps into obliv- 
ion. When you locate the bomb 
you must disable it- Then you 
and May Day can make off into 
the sunset, safe in the know- 
ledge that Ma* has had his chips 
and the world is once more a 
safe and happy place. 



CRITICISM 



• 'This is a huge game with 
many interrelated elements that 
make it extremely playable. 
Some of the graphics are a bit of 
a let down — i r m sure they could 
have been a lot better. The 
sound? well a great deal has 
been promised and if it is only 
ha lf as good as the CBM version 
then they have done well. The 
speech is OK but perhaps a little 
feeble, the effect is very similar 
to the speech on Deaths tar inter 
ceptor. The facility to play any of 
the games in isolation is useful 
but I feel that once the problems 
have been learnt and tackled a 
few times the game will lose a 
great deal of its attraction. On 
the whole though I think it fair to 
say that for any Bond fans this 
game is a must — especially if 
you intend to see the film be- 
cause that should help it all 
make sense, and provide you 
with some valuable clues to 
solving the game/ 

• If you've seen Impossible 
Mission on the Commodore, 
and hoped for an equally good 
Spectrum secret agent game 
you would he sadly disappoint- 
ed by AView 10 a Kill. Thegreph- 
ics teave a general impression of 
he tng crude, and the games 
themselves weren 't exactly grip- 
ping. Perhaps if you see the film 
first in Glorious Living Tevhni- 
colour Cinemascope or what- 
ever, your imagination will 
make up for the shortcomings. 
Between them, the three games 
make up 0 reasonable entertain- 
ment package, but somehow / 
don't think Id be totafiy gripped 
for very long/ 

m This is the first arcade game 
about Ian Fleming's super 
{unkillable} character James 
Bond, Agent 007. 1 was quite sur- 
prised when I found out that this 
was the only one on the market 
as software houses seem to be 



buying up heroes like hot cakes. 
I loved the opening sequence — 
it was a very good effect al- 
though it did go on for ages- The 
games themselves were play- 
able and addictive, with fair to 
good graphics, There is some 
nice speech in there too, but 
other than that the sound was a 
bit uneventful . Mike the way you 
can select your weapons, hard- 
ware etc, although it can lead to 
some problems in the mine 
when jumping. I wish 007 would 
show some sign of injury, his 
resilience became a bit annoy- 
ing after a while. For instance 
when in the mine after failing the 
equivalent of 100 feet and land- 
ing on his head he would lie fiat 
on his back for half a second and 
then get up and walk off as if he 
had just tripped up. Stilt, s <V n 
game overall, find not a bad tie- 
in 



COMMENTS 



Control keys : va ry f ro m g ame to 
game, displayed on each title 
screen along with options 
Joystick: Kempston 
Keyboard play: good 
Use of colour: average 
Graphics: average, better in the 
mine 

Sound: occasional bit of chat 
Skill levels: 1 
Lives: infinite 

Screens: three linked games 
General rating: certainly worth 
having 



Use of computer 
Graphics 
Payability 
Getting started 
Addictive qualities 
Value for money 
Overall 



73% 
67% 
75% 
84% 
69% 
65% 
76% 



Louder than the 
game... 
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ARCHON 

Producer: Ariolasoft 

Memory required: 48K 
Retail price: £10.35 
Language; machine code 
Autnor: Paul Reiche III 
and Anne Westfall 

Archon is a strategy game 
requiring quite a high degree of 
arcade skill. The main playing 
area looks remarkably like a 
chess board until you notice that 
while some of the squares are 
either black or white others are 
in tones of grey, and changing, 
As with chess you have two opp 
osing forces facing each other 
but unlike chess the forces are 
not matched. Each of the two 
armies have different pieces, 
each having individual 
strengths find weaknesses 

Before the game begins you 
must decide between playing 
for the good guys or for the 
powers of evil — naturally a 
sportsmen would select the 
former. The game can be played 
either against the computer or 
against another player but in 
any event to be successful you 
must learn to appreciate the 
individual powers of each of 
your pieces. Each side has dif- 
ferent characters, or icons, but 
overall they are matched. As 
with chess some icons are able 
to move ahead only two or three 
squares while others may be 
able pass over other icons or 
even, with the aid of a spelt, tele- 
port to any location on the 
board. 

To move you simply manipu- 
late a cursor square over a piece, 
press fire, then move the square 
to the position you desire, If the 
move is over a distance greater 
than is allowed, or is illegal for 
some reason, perhaps because 
it is blocked by other pieces or 
has been imprisoned by your 
enemy, then the computer will 
fell you, When playing the com- 
puter it moves its pieces in 
exactly the same way, so it's 
easy to follow its moves. 

The object of the game is to 
take and hold the five 'power 1 
points but to do that you must 
destroy the enemy forces and 
this takes a great deal of shrewd 

Eianning, Apart from having to 
now the strengths and weak- 
nesses of each of the pieces and 
remembering how best to use 
them, it's good to take advant- 
age of situations unique to this 

Same. For example perhaps you 
ave just lost a major piece and 
in doing so have severely 
wounded the opposing icon, are 
you in a position to send in a 
minor icon and finish the job be- 
fore the enemy has a chance to 
heal its wounds? When you are 
ready to attack all that is requ- 
ired is to move your icon over to 
the occupied square then the 
computer will ask if you want to 
challenge the occupant. A pos- 
itive response causes the main 
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Thm powers of light and dark prepare for war 
Th& Phcwnix pmpar*** for h&tfle 



display to change for the battle 
screen. 

The battle screen has a life 
Strength indicator for each of the 
icons in combat, a first time 
player may be horrified to notice 
the life bar of his opponent's 
icon is three times greater than 
his own. At the start of battle the 
two icons are positioned on 
opposite sides. At various and 
constantly changing locations 
around the screen blocks are 
located, these act as barriers for 
either side to cower behind. The 
two icons must fight it out to the 
death and the winner will, of 
course, win the square for which 
they are fighting. Depending on 
the nature of the icons involved, 
the mode of attack wlil vary, for 
some are able to fire bolts and 
can cause damage at a distance 
while others must make contact 
to strike a blow. The meat of the 
game, however is making sure 
that your icon is able to defeat 
the enemy and this is where 
strategy comes in. Try not to 
take on an opponent that has 
greater strength. While some 
icons are able to move at great 
speed they may only be able to 
fire at close range, others move 
very slowly but a direct hit from 



one of these could kill you. Other 
icons may possess speed and 
strength but require long inter- 
vals before they can fire again. 
The minor icons enter the battle- 
field with very little strength, but 
with luck and nifty play perhaps 
you may inflict a lethal blow. 

To make the strategic element 
of the game even more complic- 
ated the program introduces 
concepts such as 'luminosity 
cycles' and 'power points'. If 
you decide to attack an icon on a 
power point then that icon will 
be much stronger than normal 
as well as being protected from 
the effects of magic. The lumin- 
osity cycle dictates that while 
icons on squares of their own 
colour are stronger (dark gn 
black etc) some of the squares 
will change in colour. The effects 
of the magic applied by the 
magicians make for greater 
complexity, the spells can only 
be used once and their use 
weakens the icon. The revive 
spell allows you to bring back 
from the dead a useful icon 
whiie the summon spelt allows 
you call an icon that did not 
previously exist. While these 
icons will only last for one battle, 
they are very powerful and will 
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almost always win. Other spells 
include teleport, heal, exchange 
and imprison. Since the use of a 
spell at the appropriate time can 
make significant changes to 
your progress, you must make 
very sure that your magician is 
protected while at all times try- 
ing to find ways of destroying 
the enemies. 



CRITICISM 



• 'Archon looks similar to chess 
but don't turn the pag+s yet, in 

PI ay th is i s n oth ing I ike c hess All 
can really say is that this is 
simply the most addictive strat- 
egy game I have ever played! It 
will appeal to strategy and arc 
ade players alike, in fact it is ess- 
ential that you possess the 
talents of both. My only comp- 
laint is the price at almost El 1 I 
think it's a littie bit steep.' 

• 'Archon has revitalised my 
interest in board games, at the 
best of times / had little or no 
taient for playing chess but t am 
trying very hard to master this 
because it is so much more fun, / 
iove at/ the subtleties the game 
offers, not onty the effect of the 
luminosity eyefe but atso how 
different pieces behave on ffm 
baWescre&n. Have you ever 
known a time in chess when a 
Pawn rakes a Queen and they 
both tose? We/f it happens here, 
because the piece f attacked had 
been so weakened by earlier 
attacks my icon Just managed to 
administer the death btow be- 
fore catching a firebait that was 
a f ready in ff/ght J most strongly 
recommend those of you who 
en jo y stra tegy games to buy this 

— 3Archon really is a game that 
you will keep coming back to 
play. Complaints? weil only two, 
the graphics could have been 
better and for that matter so 
could the sound. The second 
complaint relates to the move- 
ment of icons, once a piece has 
been selected it must be moved 

— not even chess is quite that 
strict, but then chess was never 
this good. 



COMMENTS 



Control keys: Q/A up /down r Z/ 
X left/right, C to fire 
Joystick: Kempston, Sinclair 
Keyboard play: responsive 
Use of colour: limited 
Graphics; average 
Sound: very little 
Skill levels: 1 
Lives: N/A 
Screens: 2 

General rating: an involved 
game, very good, though pricey. 

Use of computer 81 % 

Graphics 72% 

Payability 85% 

Getting started 83% 

Addictive qualities 92% 

Value for money 69% 

Overall 83% 
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QUACK 
SHOT 



Producer: Creative 
Sparks 

Memory required: 48K 
Retail price: £2.50 
Language: machine 
Author; C.S.Pryke 



With games such as Toy Bizarre 
and chucky Egg 2 there really 
does seem to be a spate of 
industrial crisis games, after a 
childhood spent playing of these 
games I'm not surprised that 
nobody wants to go into indus- 
try — it's loo dangerous, 

In Qu&ckshot the player 
assumes the role of a night- 
watchman at the Acme Clock- 
work Toy Factory, who, no 
doubt had hoped that his first 
night on the job would be a quiet 
one, not a chancel He is going to 
face a a revolution. As he ex- 
plores the factory complex he is 
faced with numerous toys, 
ducks, spidfcrs and snakes to 
name a few. For some reason all 
the toys have taken a strong dis- 
like to watchmen and are out to 
kill him. His only means of def- 
ence are a stun gun and anti- 
duck bombs. The gun only fires 
left and right so the bombs are 
needed to rid those toys not pre- 
pared to come out and chance a 
straight fight. In fact a bomb will 
clear the whole screen of every 
sort of nasty but as the bombs 
art* limited von can't use them 
too liberally. 

The game is played over a 
series of 16 linear mazes. Each 
ma*e is about 5 screens long 
and access to the next maze is 
gained by finding the key which 
unlocks the door. Each progres- 
sive maze has an increasing 
number of locks within it, forc- 
ing you to collect more keys to 
work your way to the next door. 
As you can only carry one key at 
a time this means exposing 
yourself more frequently to the 
nasties while you go back to get 
the next key, the maze is full of 
surprises, the least pleasant 
being a helmet shaped creature 
that homes in on you at great 
speed, Transport chambers 
allow you to relocate yourself, a 
useful means of escape. Points 
are scored for moving from one 
maze to another and for picking 
up strange objects from within 
the maze, apart from the keys 
these objects have no other pur- 
pose As you move the maze 
scrolls sideways. A map of the 
current maze is shown at the top 
of the screen and a countdown is 
provided to allow the player a 
measure of progress in any par- 
ticular maze. 
1 



CRITICISM 



► 'Quackshot is a very original 
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Looking for the way out from min one in QUACKSHOT 



and very addictive maze-cum- 
platform game. The scrolling 
screens bear a strong resem- 
blance to Skoof Daze bul the 
game is very different, The 
graphics themselves are a oem 
being perfectly smooth, no flick- 
er at all. Creative Sparks must 
have been proud of the graphics | 
because they actually print a 
sc reen p ictu re on t he fro nt of th e 
inlay card. My only criticism is 
that the pattern of the maze 
walls never changes but this is a 
minor point because the game is 
so a d d ict i ve . The so u nd i s excel- 
lent with a tune and additional 
effects. The map at the top is a 
great help but beware of being 
attacked while studying It. The 
action is pretty quick (certainly 
quick enough for me) so it's 
doing to take some mastering 
Quackshot is a superb arcade 
game, well worth a look at 

• J Quackshot is one of the best 
maze games t*ve seen over the 
past few months, ft just seems to 
have so much life in ti, it's realty 
wacky f With many stages, the 
game builds up in difficulty from 
reasonahfy challenging to dead 
hard. Qu ackers proves that you 
don't need complex plots and 
tasks to make a great game — 
I just plenty of action r 

' • 'I'm sure everyone's got a 
game like this — it's fun to play 
and very addictive, but you 
never seem to play it because 
you always play the brilliant 
games instead. Quackshot has 
great graphics that scroll well 
and are nicely drawn, the sound 
is quite good and there is a lot of 
it (which makes a change). One 
Ehing that the instructions don't 
say is that you get a limited 
number of bombs and shots 
with your stun gun which makes 



playing even harder! I love all 
the different keys that are out to 
get you.' 



COMMENTS 



Control keys: D/C up/down, N/ 
M left/right, SS for bomb, S to 
fire 

Joystick: Kempstonand Sinclair 
Keyboard play: comfortable 
Use of colour : very good 
Graphics: very good 
Sound: good 
Skill levels: 1 



Lives: 4 

Screens: about BO 
General rating: a very good 
game especially when you con- 
sider the price 



Use of computer 
Graphics 
Payability 
Getting started 
Addictive qualities 
Value for money 
1 Overall 



78% 
83% 
88% 
81% 
85% 
85% 
86% 



DON'T 
PANIC 



Producer: Firebird 
Memory required; 16K 
Retait price: £2.50 
Language: ma ch ine code 
Author: M Rogers and Wl 
Craig 

Now here's a very simple little 
task for you You are in control of 
a droid stranded in some far and 
distant alien cargo hold which is 
littered with Teddy bears, The 
cuddlies are desperately needed 
on Earth to satisfy th© world 
Teddy bear shortage. 

The game is played over four 
platforms, one above the other, 
each of which would be contin- 
uous but for the gap that your 
spaceship fits into. Elevators are 
placed at regular intervals allow- 
ing movement up or down be- 
tween the platforms, The droid 
moves the bears along the plat- 



form by firing his blaster at 
them, so making them chunter 
along until they fall over the 
edge into the spaceship's hold. 
All pretty simple so far . . . one 
little problem is that the bears 
are contaminated and must be 
purified with a burst of blaster 
before the droid can touch them. 
Easy if you remember to admin- 
ister a quick blast before passing 
them. The droid can only man- 
age to move two bears at a time 
otherwise forward progress will 
be very slow indeed and speed 
is important because of a little 
green alien which bears more 
than a passing resemblance to 
Tyrannosaurus Re* ft he prehis- 
toric version, not the seventies 

Slam g roup). This chap seems to 
ave all the cards stacked in his 
favour, well it is his planet after 
all. You can't shoot or outrun 
him, the only advantage being 
that you can change platforms 
by more than one level at a time 
(if you're near the liftl and the 
alien can only hop up or down 
one level at a time, but even so 
staying out of the monster's way 
while trying to load the ship is 
far from easy. 




When a batch of Teddies have 
been loaded into your space 
craft it will rise up a level. The 
craft will take off for the next 
screen after it has received a 
load from each platform, The 
following screens are progress- 
ively harder with the introduct- 
ion of more monsters but these 
additional monsters csn be dis- 
posed of by knocking them off 
the edge. 



CRITICISM 



• Don't Panic had me panick- 
ing, it must be one of the most 
infuriating games that I have 
played this year. You get a nice 
long line of Teddy bears ready to 
push into your space ship when 
out of no where a monster 
appears and starts chasing you J 
feel that this game is totally 
unfair on the player, you are pro- 
vided with a lazer that doesn't 
work on the alien who you carVl 
run away from because he nuns 
faster than you. Don't Panic has 
nice big graphics which are well 
animated and scroll well. The 
sound is okay, being mainly spot 
effects and a sort of ticking noise 
from the droid. I enjoyed playing 
this game until I reached the 
point at which I could go no 
further after that it was just very 
frustrating/ 



# J Do n 't Pa n ic' is a simple game 
in both design and concept and 
it's pretty hard to ioad up 
enough teddies to get your 
rocket off the first screen. The 
Green Monster is a reat menace, 
and I'm onty gfad that his mates 
don r t wander around the streets 
of Ludiowf Overall good value 
for the price, but I didn't find it 
terribly addictive, ' 



• Just what have Firebird jjot 
against Teddies then? Pushing 
the cuddly little beasts around 
and hurling them off platforms 
into a rocket fuel making plant 
Rotters, 

At first glance the game 
seems overly simple, but once I 
started playing it I found I was 
hooked. That green monster is 
inluriatrng — ft would have been 
nice to have been able to take 
the odd shot at it and slow it 
down or something. As it is, the 
Green Meanie tends to follow 
you round, and appear just 
when you thought you'd crack- 
ed it and got a good herd of ted- 
dies lined up for the push. 

A bit of strategy is needed to 
get anywhere on this game, it r s 
no good just aimlessly pushing 
bears in the right direction. I 
think I II be playing it for a while 
Panic? I hardly 



yet. Don't 
stopped/ 



Bfast the teddies before the monster gets yot 



COMMENTS 



Control keys: redefinable 
Joystick: ^ny 

Keyboard play; no problems 
Use of colour: limited 
Graphics: better than average 
Sound: limited but at least 
average 
Skill levels: 1 
Lives: 5 



Screens: 

General rating: a better than 
average game 

Use of computer: 75% 

Graphics 70% 

Payability 71% 

Getting started 68% 

Addictive qualities 78% 

Value for money 80% 

Overall 70% 



DO YOU 





Games, Sports Games, Business and Educational 
Software. For Spectrum, QL, Atari, BBC, Electron, 
Commodore 64, Commodore 016, Enterprise, MSX , 
Amstrad machines. 




$ a targe stock of utilities, peripherals, chess computers, 
<ks and magazines | and a range of Sinclair Commodore 
Amstrad hardware. 
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KNOCK- 
OUT 



producer: Alligata 

Memory required: 48K 
Retail price: £6.95 
Language: machine code 
Author: Steve Cattail 



I suppose a boxing game is a 
natural progression from the 
likes of Bruce Lee and this Allig- 
ata offering is the first of many 

In all you will fight three bouts 
with each of two opponents, Ital- 
ian Stallion and Slugger Sam r 
and a gruesome looking pair 
they are too. Your first opponent 
will come out fighting from the 
the blue corner. Using either the 
keyboard or the joystick you 
control your man through some 
simple boxing manoeuvres to 
inflict as much damage on him 
while trying to avoid his fear- 
some punches. The game all- 
ows you to throw head or body 
punches or to defend yourself 
by putting up a guard. A stamina 
bar with eighteen graduations 
suffers the loss of a graduation 
per blow received. For every 
blow you score against Slugger 
3 little arrow appears at the top 
I of the screen and when the line 
| of arrows extends across the 
screen and reaches the KU 
marker then you have won the 

round. , 

Slugger has an advantage be- 
cause his punches not only 
reduce your stamina bar but 
reduce his damage by one 
arrow. A skilful player can re- 
duce this advantage by deliver- 
ing body blows while Slugger s 
guard is up — that scores two 
a rrQWS 

After winning three bouts with 
Sluqger you are given a secret 
code to be entered before you 
can load the next opponent from 
the other side of the tape. 
Defeating Italian Stallion re- 
quires a great deal more skill be- 
cause he is an extremely un- 
pleasant being. 



player only has a choice of two 
punches. The movements are 
pretty real and fluent, at times 
they look effective. The sound rs 
okay but does drive you mad 
after a white. I think more could 
have been made of the game tt a 
wider choice of competitors had 
been offered, 

9 If I hadn't played the arcade 
boxing game I may have been a 
little more impressed with the 
game. The graphics are adequ 
ate but the whole game is let 
down by the slowness of the act- 
ion and what appears to be a 
poor response by the players 
man.' 



comments 



Control kev* : 1 10 bod V pyn £ h Ai? 
to head punch, G to guard, Q/W 

left/right 

Joystick: Protek, Kempston 
Keyboard play: lacks response 
Use of colour: fair 
Graphics: pood 
Sound: alnght 
Skill levels: 2 r not selectable 
Lives: 1 for each bout 



Screens. N/A 

General rating: below average 



Use of computer 
Graphics 



60% 
60% 



Payability 45% 

Getting started 62% 

Addictive qualities 47% 

Value for money 50% 

Overall 52% 




CRITICISM 



• I didn't really like playing 
Knockout I'm not sure why be- 
cause it's got great graphics and 
even a bit of the tune from Rocky 
3 at the start, I just found it totally 
unplayable and not at all addict- 
ive I think it was something to 
do with the speed of your man s 
reactions which where both 
slow and unrealistic' 

• 'Boxing is a very difficult 
game to simulate on a computer 
and it can only be done adequ- 
ately by including a tot of deter J 
and skill requirements to make it 
addictive Knockout lacks both 
ingredients, after two rounds I 
was bored. Neither a crowd or a 
referee are represented and the 
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FRANK- 
ENSTEIN 

Producer: Icon 

Memory required: 48K 
Retail price: £6.95 
Language: machine code 
Author: Peter Fothergill 



The theme of this pame fcs very 
similar to Fantastic Voyage m 
that you control a sprite making 
its way through the inner work- 
ings of a human body This time 
the sprite is in the form of a I title 
space craft (as in the film 'Fant- 
astic Voyage') and the body is 
that of some humanoid mon- 
ster. Your task, as Freddy Frank- 
en stein descendant of Victor 
Frankenstein, is to guide the 
craft through the ten main reg- 
ions of the body to find and act* 
ivate the bionic implants withkn 
it But before he can be allowed 
to get up and hobble about you 
must also find and destroy the 
neurons responsible for the 
monster s wicked behaviour in 
the past, otherwise he will get up 
to his old tricks of chasing young 
maidens and killing off cobblers 
Your journey begins m the 
Trachea where you have to 
dodge left and right to get past 
the ranks of oncoming frogs 
(you may well wonder, but 
trachea means throat — geddit)! 
When you collide with a frog, or 
indeed with any other moving 
object within the body, the dam- 
age bar shown at the base of the 
screen increases. Another bar 
shows the amount of oxygen 
remaining and when it reaches 
zero or the damage bar reaches 



- - , ... two* 
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OXYGEN 
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maximum then the game is 

° V Your next stop after the throat 
is the right lung. Here you must 
get past the bouncing cigarette 
packets to actuate the implant 
and then make your way out 
again. Each part of the body is 
explored in order, after the lungs 
you move on to the stomach, the 
fiver, kidneys, intestine, heart 
and finally the brain. Th* 
graphics for each of the organs 
vary widely but essentially the 
task is the same — those areas 
that do not contain a transplant 
may simply require you to work 
your way to the other side coll- 
ecting bits and pieces as you go. 
In th e stom a ch r for exa m pie r you 




must collect the six pieces of 
bacon while avoiding the eggs. 
After every second organ you 
find yourself in a blood vessel 
where you can restore your oxy- 
qen level by shooting the air 
bubbles, but colliding with them 
will increase your damage and 
that can only be reduced hy find- 
ing, and absorbing the odd 
spanner left about the place. 

After each screen has been 
completed you are returned to 
the main screen which shows 
those parts of the body that can 
be reached and th* next area 
about to be negotiated. On this 
semen you are given your curr 
ent score and the highest score 
achieved. 




D*Y*N-A-M-I E 



DYNAMITE 
DAN 

Producer; Mirrorsoft 
Memory required : 48K 
Retail price: £5.95 
Language: machine code 
Author: Rod Bowkett 



Designing elegant graphics so 
thai Toads of screens add up to 
some sort of buildrnq, has been 
all the rage since JSW t but this 
new Mirrorsoft platform gamed 
lakes the idea about as far as 
possible-, and features one of the 
most classically elegant build- 
ings in any game, uan's girl- 
friend {our pre-production copy 
lacks a scenario) appears to 
have been locked in the vast safe 
tucked in the depths of a mass- 
ive portieoed, pillared mansion 
inhabited by <§ variety of un- 
pleasant denizens, Dan arrives 
on the roof (trendily in time for 
the new Bond movie) in an air- 
ship, descends from it and com- 
mences a mission of rescue 
Should you enter the screen 
containing the safe, you'll see 
the girl pacing up and down in 
frustration and, presumably, in 
an advancing state of asphrxia- 
tion. 

The collectable objects in this 
game are sticks of dynamite 
(eight needed to blow the safe), 
a weapon to defend yourself 
with against the rioting rotters, 
and food to keep up the energy 
level that distressed damsel res- 
cuing demands. Food is a relat- 
ively simple find — being a 
wealthy house, there's plenty 
lying around, but dynamite 
tends to hide in very inaccess- 
ible places; worse still, it isn't in 
the same place each game. 

The house is divided up into 
48 slightly overlapping screens, 
six htgh, eight wide, but they 
wrap around horizontally, mak- 
ing the building effectively a cyl- 
inder. AM along the bottom runs 
a river, This can be negotiated 
by waiting for a raft to float by, 
jumping down onto it and keep- 
ing up with it by walking at its 
speed. Falling into the river is 
quite fatal, unless you have been 
lucky enough to discover sin 
oxygen bottle somewhere. 
Above the river is a warren of 
foliage-lined caves and grottos, 
gradually rmngling with the 
bowels of the house, pump 
rooms, boiler rooms, electricty- 
generator and store rooms. 
Above these are the com mod- 
ious living apartments with libr- 
aries, bath rooms, dining rooms. 





EMER6¥ 



SC 
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sitting rooms and the like. The 
building is topped off by the roof 
with its chimmes and classically 
domed towers. 

Different features include 
trampolines and entire trampo- 
line rooms, tightropes, several 
tele ports and an all floors lift, 
Dan himself is a large animated 
character with a fair-sized Jump, 
which he needs to negotiate the 
complexities of the house and 
avoid the numerous nasties, 
although if he falls too far he 
loses a life. 

And just to add a little extra 
excitement to solving the puzzle, 
a nice lady at Mirrorsoft told us 
that the first person to phone 
them with the name of the tune 
played when the airship takes 
off at the end of the game will 
win a flight In the Goodyear 
blimp. 01 §22 3947. 



CRITICIS 



• "Mirrorsoft have certainly 
come up in the world with this 
game, I can remember Caesar 
thu Cat — that had nic© graphics 
and was a start Obviously this 
game is going to be compared 
with JSWbut I don't think it's fair 
to do so because the graphics 
are so much better,, more detail- 
ed, more colourful, mote lively 
and there's much more of them 
— each screen is action packed. 
AI$o r this must be the first game 
that has had continuous tunes 
(and many of them) as well as 
normal sound effects — I don't 
think it could be bettered. There 
seems to be more to the game 
element in this than in JSW as 
well. 



Exploring the rooms is great 
fu n r sol vi ng the d i ff e re nt ways of 
how to get at the dynamite to be 
abfe to blow the safe is not an 
easy task, but the game would 
have no lasting appeal if it was 
an easy one. You certainly need 
the ten lives they have given you 
and even with infinite lives I still 
haven't solved the probki n ot 
collecting all the dynamite. 

Is it addictive? Well I ve spent 
a good si* hours so far review 
ing this game, that speaks for 
itself when you get to see 
hundreds in a year The newly 
created superhero Dan is 
bound to become very popular. 
(Part of a trilogy of games?) If 
you had the tiniest inclination to 
(ike JSW then you'll absolutely 
adore this game — it is much 
better and has much more 
content — highly recommend- 
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sending you higher each time 
you land pressing fire. They 
allow you to make gigantic leaps 
up through screens and even 
running jumps across severe/ 
screens at a time — useful. The 
animation of the nasties is excel- 
lent very varied, very colourful 
end this game has the largest 
assortment of tunes i've come 
across. Dynamite Den is a JSW 
clone, hut it's definitely f? worthy 



successor, and b highly play- 
able, fun and addictive game. * 

• 'Mirrorsoft don't produce 
many arcade -act ion games, but 
certainly the ones they do re- 
lease are of a pretty high stan- 
dard, Dynamite Den has to be 
one of the most tuneful games 
I've encountered r and it is not 
surprising to learn that its 
author, is a musician in his day 




job. While platform jumping 
games are regarded as out of 
fashion in some circles, the 
overall combination of sound, 
graphics and effects in this 
game combine to make it ex- 
tremely good value entertain- 
ment. There's life in the old 
genre yet I 



COMMENTS 



Control keys: definable 
Joystick: any 
Keyboard piay; good 
Use of colour: excellent 
Graphics: first class Sound: 
mega-brill 
Skill levels: one 
Lives: ten 

Screens: nearly fifty 
General rating: Superb, value 
for money game 

Use of computer: 95% 

Graphics: 96% 

Ptayabilrty: 96% 

Getting started: 94% 

Addictive qualities: 96% 

Val lie f o r money : 94 % 

Overall: 94% 



ed. Brilliant! I must now go and 
find the rest of the dynamite/ 

• 'The graphics used in this 
qamf* are outstanding — a joy to 
look at The detail of the build- 
ings and especially the grass 
and caves is marvellous — tt just 
makes you want to pl&y- The 
way the screens are lain out is 
pleasingly logical and there are 
some nasty traps like the well 
which goes all the way 
dooooowwwwnf The arrange- 
ment is really a cylinder with a 
great chasm between the halves 
of the house, but small plat- 
forms, often tiny triangles, do 
stop you falling to your death in 
the nver. 

One thing I enjoyed is the way 
you have to leap from some plat- 
form high in the sky into another 
screen without knowing where 
you will land — although after a 
few exploratory trips, you get to 
know the layout. However, the 
placement of objects is altered 
between games to add to lasting 
appeal. Another favourite are 
the trampolines, these work by 
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A GREMLIN IN 



ROGER KEAN hurtles up theA68 to visit 
GREMLIN GRAPHICS in Sheffield 




WORKS 




uifttly sitting at home one evening last 
summer, watching the evening news and with 
computer games far from my rmr*d F the peace 
was shattered when this platform game sud- 
denly appeared on the screen. Startled with 
injured surprise that some upstart new comp- 
any should dare to feature a new game on telly 
before letting CRASH know, all I caught of the 
item was that it had something to do with 
Arthur ScargilL flying pickets and a mole. It 
seemed trend ily topical — another cheap bunch 
jumping on the games band waggon with a rip- 
off idea timed to catch the miners' strike? The 
company's name was- Gremlin Graphics, In the 
event CRASH wasn't missed out. We got an 
early Spectrum version, doctored so we would 
could visit any room in case none of us were able to withstand the 
flying pickets or the infamous crushers, and thus we were intro- 
duced to the delights of Wanted: Monty Mole, and became acquain- 
ted with Gremlin Graphics, the company that won the 1984 CRASH 
Readers Award for the best platform game— far from a rip-off. That 
was in July. Gremlin Graphics has now been going for a year and it 
seemed time to visit Sheffield and find out how things were going, 





HOW TO GET A GREMLIN GOING 

Alpha House, Carver Street is a gaunt Victorian office block that 
might once have been fashionable but now lies virtually, though 
lid ily, empty. The Gremlins refer to it as 'the prison', an impression 
reinforced by the long, narrow corridors painted in institution 
maroon and cream. Gremlin Graphics has two rooms which for 
some obscure reason are situated high up in the building and quite 
some way from the ancient lift which no-one seems to use. When I 
spoke to Ian Stewart, Sales and Marketing Director, about the visit, 
he told me to stop outside a shop called Just Micro This turned out 
to be a thriving and very busy computer shop which is owned by Ian 
and his partner Kevin Norburn, the Financial Director of Gremlin 
Graphics- A phone link between the shop and the office, soon 
brought Ian down to greet me and drag me away from the beeping, 
squawking screens that lined three walls of the shop's interior. 

The corridors of Alpha House may have been prison-like, but once 
through the door and into Gremlin land, a different atmosphere per* 
varied Of the two rooms, one is a general office, and the other r 
larger, room is equipped with desks, computers and screens for the 
in-nouse programming team. The programmers had gathered spec- 
ially for my visit (more to give a third-degree on CRASH reviews than 
in my honour I suspected — the usual reason programmers want to 
talk to magazine people), and were busy failing over the ubiquitous 
C5, which seems to have taken over from the Porsche as a software 
hause vehicle. I never did ask what it was doing up there on the third 
floor. 

Before founding Gremlin Graphics Ian Stewart had already acc- 
umulated 12 years retailing experience culminating in a group 
managership for Laskys, but the itch to work for himself proved too 
strong and he joined forces with Kevin Norburn to open a computer 
shop When Kevin and myself had opened Just Micro, we always 
said as soon as the shop got rolling and we found the lime and the 
necessary programmer, that we would like to have our own software 
house, 1 

The shgp did qet rolling and the first necessary programmers 
transpired in the form of Peter Ha r rap and Tony Crowther Ian and 
Kevin were well aware from the start that they would have to put 
together a professional team to get safely off the ground. Tony 
Crowther, already well known for his Commodore programs Loco, 
Son of Stagger and Kifferwattt was made a company director and 
went on to write Potty Pigeon and Suicide Express for Gremlin 
before differences on the board led to his leaving the company. 




0 Where Gremlin Graphics starred, the JUST MICRO computer 
shop in Carver Street, Sheffield, Gremlin 'i offices am up 
above. 

Looking around to ensure good distribution, Ian reckoned Geoff 
Brown of US Gold, who had just started Centresoft distributors 
was going to be a power and invited him to become managing 
director, But it was with young Pete Harrap that Gremlin really got 
going. 

GOLD COAL DIGGERS 

J Peter Harrap first came to us with a complaint/ Ian recalls, 'which 
was that hisCurrah Micro&peech had blown his Spectrum up.' At the 
time Pete was at university. He was into hacking and programming 
to some degree and had written a program that allowed you to 
redesign and rebuild the city in Quicksilva's^rfMttac*. He sent it to 
them, but Quicksilva declined to use it, Over the protracted matter of 
Currah getting the damaged Spectrum repaired, Pete visited Just 
Micro a lot. As Ian says/ We got to know him quite well, and although 
I think he got aggravated on a number of times, we made a f riend 
more than anything else. We said to him, 'well you're into prog- 
ramming why don J t you spend a bit more time on it and develop a 
game? So we gat talking and I came up with the idea of a mole r and 
we decided it would be a platform game. Pete's father is a mine 
training officer, so we decided to use that and put the game under- 
ground— a mole can go above or below ground, which adds variety. 
As he was writing it the miners' strike developed, so we introduced 
different criteria into the program to tie in with the strike like the 
flying pickets and the effigy of Arthur ScargilL' 

It was the caricature of ScargiH that gave Ian a hook upon which to 
hang his launch. Eight radio stations, national newspapers and 



28 CRASH July 1985 



WORKS 



national television news gave the game coverage. J lt was a useful 
boost, but it was 3 lot of hard work, it didn't just happen — wheels 
within wheels to see the program go t the exposure it did. Really, 
from that point we've grown to the stage we J re at now." 

LOOKING BUOYANT 

With so many software houses finding themselves in a dodgy con- 
dition lately, I asked Ian what he felt about Gremlin's position in the 
market after one year. 

I see it as being very healthy. As far as other software houses are 
concerned, their approach must be to be very carefut about who they 
deal with and make sure their advertising expenditure is reasonable 
but not too low-key. They will also have to be careful about the 
quantity of games released through the year, with the fear of damag- 
ing the sales of one product up against another. I don't mind market- 
ing my product against someone else's, but not against my own. It's 
a waste of advertising for one r and obviously the programmers don't 
get the rewards they should do from the sales their programs 
achieve/ 

Ian reckons the business has got much tougher over the past 
twelve months and that it is no longer easy for people to set up a 
software house and make a success of it, J lf we were starling this July 
instead of lest J u ly P it wou Id be a t otaJ ly d fffe re nt sto ry . We ca m e i n at 
the right time with the r ight product and the right marketing and it 
worked for us. Now you have to have a track record r andthe way you 
go about presenting games to a distributor has got to be profess- 
ional. The way you market the product has got to be sensible and you 
must have your programs ready well in advance. I think we're hitting 
a happy situation at the moment where we're able to backlog soft- 
ware so we can release it when we want, but we propose to keep 
releasing right through the summer to keep the name in the fore- 
front I would like to think that Gremlin will be one of the top five 
software houses by the end of the year.' 

On the Spectrum there are several planned releases kicking off 
with Beaver Bob tin Dam TmuhhK followed by Grumpy Gumphrey 
— Superslevth end Metabol/s, and then onto October and the pre- 
Christmas release of Monty on the Run* In addition there are releases 



planned for the Commodore 64, some conversions and some orig- 
inals, as well as games for the CI 6 and Amstrad, All of which must be 
keeping Gremlin Graphics very busy, and it seems that Ian is thumb- 
ing his nose at the traditional summer slump. 

Obviously the sales figures that you achieve over Christmas are 
double those you achieve for the other times of the year, but f think 
keeping the market buoyant for the rest of the year is very important. 
I don't mind getting lower sales through the summer — it keeps the 
Gremlin name prominent; and it keeps the programmers busy — it r s 
important for them to be able to work twelve months of the year 
rather than six and it's important for us to have revenue coming in 
for twelve months of the year rather than six! I would hate to think I 
was holding product back just for Christmas ' 

Looking at 'the prison there is obviously plenty of room to 
expand, should they wish to. At present Gremlin employs four full- 
time in-house 280 programmers aH writing for the Spectrum, Pete 
Harrap, Chris Kerry, Shaun Hgllingworth and Christian Urquhart. A 
company called Micro Projects consisting of three programmers 
write Gremlin's Commodore games and conversions, and Ian is 
investigating other talent. I would like to see our in-house personnel 
double this year, to a maximum of ten, so that we have at least one 
programmer who is competent on one of the major machines, by 
which I mean Spectrum, Commodore, Amstrad and Atari. That 
means we are on the look out for more programmers and more 
product.' 

UNSOCIAL HOURS 

Although the in-house team are employed full time, few of them 
work consistently at the offices, preferring to spend some time there 
but more at home working. Programmers tend to work rather 
unsocial hours and as the time required might mean them working 
all day and then into the smell hours they find it easier to work in The 
comfort of their own homes. But they do come into the office at least 
once a week/ 

With this sort of working flexibility, I wondered whether there was 
a ny sen se of 'team spirit" 
*0h yes/ Ian replied instantly, 'each programmer will discuss each 



• T7w Grwntins flatfiemd: teH to right, Shxuti HaMnipmrth, Kvvin JlterWn, 



Chris Harry, Peter Hanmp And Christian Urquhart. 
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other's work and they'll discuss various routines that they're using, 
the gameplay elements within the game and various graphics — 
Peter Harrsp does a number of the graphics for other people, he has 
a Lien I towards designing graphics and he's very quick. The bulk of 
the ideas for games come from the Gremfin office', Jan continued, 
"we have brain bashing sessions, sit down and discuss the types of 
program we would like to put out — I'm the culprit as far as the 
cha r acte rs go . What tends to happe n is t hat ge n eral ideas are th ro wn 
about and then the programmer goes away and draws up a plan of 
the way the program could work. Then we discuss that again before 
the programming starts, so we end up with a sort of storyboard. It 
works very well, because you can identify the arras that you could 
make within the program or the improvements you can make before 
it actually gets started. There's nothing worse, and it has happened 
to u s, to be ha If way th rou g h a prog ra m a nd find t h at it's not g a ing to 
work, If you had sat down and spent a little mores time at the outset 
you would have identified all the problems and saved a lot more 
time. I refuse to continue with something That I may not be happy 
with at the end,' 

Before moving into the programming room to have a look at the 
new gemes coming along, I asked Ian, thinking of Monty on the Run. 
whether he thought platform games were a played out genre. Oh 
no, definitely not. Hopefully with Monty on the Run you'll see a 
different element enter platform gamepiay. We have introduced 
some further exciting elements which I think the public will Ifke. We 
see it as a great improvement on Wanted: Monty Mote and I think it 
will gel a bigger following. ' 

Is ne irritated when other companies try to jump on the success 
band waggon of Monty Mole r or r as Software Projects has suggest- 
ed, th at p I atf or m games I i ke Monty Mote a re ju mp i ng o n th e su ccess 
band waggon of Jet Set Willy and Manic Miner? 

Artie' s Mutant Monty was a direct hype of a number of games. We 
didn't feel inclined to do anything about the fact that they had used 
'Monty' and were obviously hyping off the success of Monty MoIe. 
As to Manic Miner and Jet Set Witty, Miner 2049er was the first, and 
as to whether the people that opriginated that program feel the same 
as Software Projects, I don't know, I see no reason to diminish our 
own glory when they've had such a nice success with both pro- 

grams, and they are both very good programs. Perhaps it's a case of 
eing a little bit jealous. I don't know, maybe Monty Mote's better/ 
One thing for certain is that Monty on the Run is very much better 
than Wanted: Monty Mote. The mean elements of the first game 
have been made even meaner in the second. As Ian comments. That 
is Pete Harrap's sheer bluody-rnindedness. If people thought the first 
Monty was bloody-minded, they'd better look at the next one? He's 
done some very funny things on it 




Chris is the baby of the team at 
1 8 ( 1 9 in December), but of the 
team he has the longest list of 
credits to his name. He wrote his 
first game at 16. It was called 
Gremlins and no one wanted it. 
Computers first cropped up on 
the second year computer 
course at school, but failed to 
catch his interest. Then in the 
third year he joined a computer 
group. 'We just used to mess 
about, but I became interested in 
how they actually worked. Then 
the ZX81 came on the market 
and I got me sister to buy me 
one, and I learned to program 
machine code on that When the 
Spectrum came out I got one 
and spent a year trying lo f igu re 
out how to do the screen 
because it r s got a right weird 
way of storing things. In the end, 
I really learnt to program by 
listening to other people and by 
reading magazines/ 

After writing a Galaxian type 
game, Chris turned Out Jdckand 
the Beanstalk which Thor 
accepted and released. It wasn't 
very good, but you learn from 
your mistakes. The screen 
pictures were good, but the 
graphic movement was 
terrible!' 



Chris wrote two more follow- 
ups to J A T8S t Giant's Revenge 
and The House that Jack Built, 
All these games featured heavily 
and brightly coFoured 
backgrounds which 
distinguished them from almost 
every other program on the 
market. It was a trademark he 
kept when he moved over to 
Gremlin Graphics and produced 
the second Monty game, Monty 
Mole is innocent. 

Chris is now finishing off 
Metaboiis, which is a departure 
graphically for him. The way the 
character is used in the game is 
quite comical and there are 
what Ian Stewart calls some 
nice, silly little touch es to it. ' You 
play one of the last human 
beings free of the evil influence 
of a I ie n s th a t have ta ken o ve r the 
planet and are turning people 
into monsters. You haven't 
entirely escape the effects of 
their plans, however, being a 
bird with a still-human brain, It is 
a giant, colourful maze* full of 
hazards of course, through 
which you just gusde your 
bird man until discovering the 
potion that returns you to a 
human form. Having once again 
become humen, you still 
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possess the abilities of a bird, so 
you can fly as well as walk. One? 
of the nice little touches is the 
reference to infamous Gremlin 
crushers, but these do not kill 



you outright — I hey just flatten 
you for a vvhile. Metabofti looks 
like being the most unusual 
program Chris Kerry has 
written. 



- | SHAUN HOLLINGWORTH 




before computers took off- \ 
knew all about ANDing and 
ORmg, so it didn't come terribly 
difficult/ 

Shaun came to Greml in 
Graphics through Just Micro as 
well, buying games for his 
Spectrum, but a friend who 
works in the shop had also 
worked with Ian Stewart at 
Laskys, so they got to know each 
other. The first job was Potty 
Pigeon on the spectrum. 'It 
wasn't really a conversion, 
everyone says it was a 
conversion, but itwasn't. We 
thought we couldn't really do 
the scrolling screen on the 
Spectrum like we did on the 
Commodore, so we thought we 
would extend the story a Tittle 
bit. It was the first full length 
games program I'd ever don e r 
and of course, I had a lot of 
things to learn, and I think if I'd 
done it now I coutd have made a 
far better job of it.' 

Shaun's technical background 
stands him in good stead when 
it comes to some of the leam's 
programming problems, and he 
is responsible for the disc 
system they use with the 
Spectrums. 'We had to convert 
all the programs which meant 
breaking down the code used by 
the assemblers to get the disc 
system to run — we had that 
much trouble with microd rives it 
were unbelievable/ 

Since he is more inclined to 
the technical side of program- 
ming, I asked whether he 
considered the programming or 
the games design more 
important, The game, 
definitely. I wake up in the 
morning thinking, how am I 
going to do this next bit, but not 
from a program point of view — 
from the final effect, to get the 
game to a standard whereby 
people will reatly enjoy it when 
they play it.' 

For his project, Grumpy 
Gumphrey — Supersteuth, 
Shaun has developed a masking 
technique for the moving 
characters so that they appear to 
pass beh i nd o bjects. Thi s type of 
thing takes a lot of testing to get 
it right. J When you write a 
routine for a certain part of a 
program you must test it to the 
full before going on to the next 
one, because otherwise if a bug 
crops up you can be in right 
trouble. What's more, one part 



of a program can interact with 
another part and you can end up 
with such a mess you don't 
know where you are/ 

Some programmers use the 
technique of writing all the 
algorithms for a program and 
then slot in the graphics right at 
the end, but Shaun prefers to 
design and fit in graphics as he 
goes along. 'The sprites aren't 
as important but on the screens 
you've got to know where things 
are. Like the lift buttons in 
Supersfeuth — if we wanted 
them, say, in a square instead of 
a line, we'd have to rewrite part 
of the program to make that 
happen because the program 
has to know where the buttons 
a re for it to work/ 

Shaun's next project is a 30 
version of a platform game, like 
Monty Mole in 3D r but probably 
not Monty Mole.' Meanwhile he 
is busy finishing Supers feuth, 
not the first ever program to be 
set in a Department Store 
{Herbert's Dummy Run), but 
certainly one of the most 
frenetic. Grumpy Gumphrey is a 
store detective at (not surpris- 
ingly) Mole Brothers, an 
establishment with many 
departments on four floors- A 
central feature is the lift which 
may be directed to the desired 
floor by pressing the 
appropriate button. The lift is 
actually a 'room' which stands 
still while the floors whiz* past. 
Shop lifters are abroad and it is 
Gumphrey's principal task to 
apprehend them. If he makes a 
wrong decision about who it is, 
then a warning letter is issued 
and after three it's the curtains 
dept. for Gumphrey. 

The frenzy sets in F however, 
not because of thieves but 
because of all the other jobs 
Gumphrey has to do. These 
include taking the manager his 
10.30 cup of tea, recapturing 
gorillas escaped from the pet 
department, clearing ducks and 
bugs out of the food hat I r find ing 
lost babies (Herbert perhaps?), 
fixing the lift when it breaks 
down r emptying the flooded 
boiler room, putting out fires in 
waste paper baskets and so on. 
All these (obsneed specific tools 
which may be in obvious piaces 
or not at all — Or they may have 
been stolen by shop lifters! No 
wonder Gumphrey is grumpy at 
times. 



At 28, Shaun is the oldest of the 
bunch. His introduction to 
computers came through his 
previous job as a chief video 
technician for a certain TV rental 



company. 'I had to know a lot 
about digital logic circuitry,' 
says this softly spoken native of 
Sheffield, so we were taught 
about microprocessors long 
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When asked his age, Peter 
replied somewhat uncertainly, 
Ooh, er r 20', The son of a mining 



training officer, Peter studied at 
Sheffield University and was 
doing quite well until a Currah 



Microspeech unit decided to 
destroy his Spectrum and thus 
plunged him into a life of games 
designing, Like so many other 
young programmers, Pete 
started with a little ZX8V and 
then skipped a big 2X81 by 
selling some camera equipment 
to buy a Spectrum. He taught 
himself machine code program- 
ming on the 81 and "basically 
transferred that to the 

Spectrum', 

Until meeting lan Stewart and 
Kevin Norburn in Just Micro, 
Pete used to do some hacking 
and design programs to alter 
existing games. His city 
redes igner for Ant Attack was 
se nt bac k beta use O u i cks i I va 
told him they were already 
developing something them- 
selves; although this never 
appeared, Zombie Zombie did 
allow the player to rebuild and 
change the city. 

Peter Harrap hit the headlines 
(literally) with his first game Jhe 
CRASH Readers Award winner 
Wanted: Monty Mote. A wicked 
sense of humour was apparent 
in the game, and it is this angle 
that is most noticable in the 
follow up. Apart from program- 
ming entire games, Pete is 
responsible for many of the 
Spectrum graphics in other 
Gremlin games, he has des 
igned the main character in 
Beaver Bob, for instance. This 
led to some ribald comments on 
Bob s suggestive style of 
walking — the irrepressible 
Harrap humour sometimes 
verges on the — well, naughty. 



Monty on the Run is th e t rue 
successor to Wanted: Monty 
Mote, Like it's forerunner, it is a 
platform game with many and 
varied elements. Perhaps the 
most significant is the fact that 
Monty can now somersault 
rather than just jump. When 
asked whether the Commodore 



game Impossible Mission might 
have been a (forgive the pun) 
springboard, Pete just smiled. 

The story, as we know, so far: 
Monty Mofe, suffering from a 
shortage of coal owing to the 
miners strike, enters a mine to 
steal some. After many mis- 
adventures he meets Arthur 
Scargill and is sent to prison for 
theft. His friend, Sam Stoat, has 
a go at rescuing him, but fails in 
the attempt, so Monty is left to 
complete his sentence, With 
time on his hands he takes to the 
prison gymnasium and 
becomes super fit, learning to 
somersault in the process. He 
gets out of gaol and tries to flee 
to Brazil This is where the action 
of Monty on the Run ta kes place , 
as he boards a ship and tries to 
escape to France, Money is of 
the essence, and fortunately 
there are gold sovereigns to be 
collected, out in order for the 
ship to sail, Monty has to 
perform several tasks, all of 
which require the right tool for 
the job. On top of that there are 
hosts of malcontents trying to 
stop him. 

The orrible arrap has prog^ 
rammed in numerous devious 
traps, some of which are so 
mind-bogglingly cruel it's mind- 
boggling, There are lifts with 
nasty habits, teleport beams 
which are only safe if they are a 
certain colour and some of 
which can deposit you in a lethal 
situation. Objects to be collected 
are placed in almost impossible 
positions, and often, after hours 
of trying to reach them, they turn 
out to be useless or, worse still, 
positively dangerous. This is not 
a game for the squeamish! 
Peter, who is quietly spoken, 
tends to a calmness that is 
belied by the mischevious 
delight he takes in setting the 
hapless player up for a pratfall. 
But I've no doubt that thousands 
will bequeueing up for a custard 

Sir in the face by October when 
lonty on the Run is released. 



—I CHRISTIAN URQUHART 




Christian now 19 moved to 
Manchester to join Ocean, and 
then onto Sheffield with 
Gremlin Graphics, His first 
program, Transversion was a 
fast grid game which Ocean 
marketed Afterwards he 
became an Ocean in-house 

Brog ram me rand worked pn 
unchback, Caveton and Daley 
Thompson s Decathlon. Since 
jo ini ng G rem I i n , Ch risti an has 
been working on Beaver Bob in 
Dem Trouble* which was the 
subject of a loading screen 
competition run in CRASH. 

CRASH readers who visited 
two of ZX Microfairs last year, 
will probably remember seeing 
Christian an the CRASH stand, 
holding court with gamesters 
wanting to know how to win at 
Hunchback, and having a 
programmers' battle with David 



Shea (Ouicksilva Frenzy and 
Snowman, who now works at 
Mikro-Gen). 

Beaver Bob in Dam Trouble is 
described by Ian, as a game for 
the slightly younger player, 
which isn't to say that it s easy. 
Above the surface of the river, 
stands a wooden hut with 
several floors. This platform 
section of the game sees Beaver 
Bob collecting dynamite. Below 
the surface or the river are the 
beaver's two dams, and a secret 
hideaway where he keeps food 
and is able to take a breath, The 
river is infested with crocodiles 
which not only eat beavers, but 
a I so stea I dam logs. The object is 
to replace the stolen logs to keep 
the level of the reservoir up, 
whilst avoiding crocodiles, 
schools of pirn ana and hunting 
scuba divers. 
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Producer: Palace 
Software 

Memory required: 48K 
Retail price; £7.99 
Language: machine code 
Author: The Ram Jam 
Corp with Steve Brown 



On a hill many mites away there 
is a green door behind which 
there is a Golden Broomstick, a 
thing so powerful that the it is 
sought after by the best and 
cleverest witches in the land, but 
only you are prepared to face the 
dangers that lie behind the door, 
1 t' s not th at you are bei ng pa rtic- 
ularly brave but you have this 
spetlthat should defeat the 
powers of the pumkins room 
and leave you, as a prize, with 
the witches golden broom. 

Your spell needs six basic 
ingredients not normatly found 
on supermarket shelves, in fact 
they can onfy be found behind 
other coloured doors for which 
you will need the coloured keys. 
So your first task is to find the 
keys by flying on your own tetty 
broomstick round the totality. 
The keys can commonly be seen 
propped up against trees all that 
remains is for you to land and 
pick them up. As you p&nuse the 
skies you are attacked by all 
manner of things. Witch-eating 
bats, cloak-scorching fireballs, 
murderous pumkins end badly 
behaved seagulls are just a few 
of the hazards facing you = Of 
course your magic defends you 
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from their onslaught (witch is to 
say that your broomstick is act- 
ually a 4.5mm quick-firing can- 
non) but your life force is deplet- 
ed by as much as four or five 

Roints^ However by firing direct- 
/ at the attackers will only cost 
you one point per shot so since 
each of your eight lives (or hags) 
only have 99 points to start with 
you really can't afford to be 
flippant. 

With the correct key you can 
get Into any of the caverns al- 
though you will have to discover 
for yourself which caverns to 
visit first. Each cavern presents a 
sort of platform game problem 
that requires great skill and dex- 
terity negotiate. When you have 
reached whatever it is that you 
are looking for you must return 
home to add it to the pot. After 
collecting the six main Ingred- 
ients you will be able to com- 
plete the spell that will rid the 
land of the pumkin and win that 
newbroom. 

As a bonus, on the B side of 
the cassette is a Spectrum vers- 
ion of the earlier Palace game, 
The Evil Dead. 



CRITICISM 



• 1 find the graphics in this 
game very pleasing but I think 
the movement could have been 
improved. Rather than the 
whole screen scrolling from one 
side to another as you fly, ft 
scrolls in pages, as you reach the 
far side of one page it rapidly 
scrolls across so that you are 
back on the other side of a differ- 
ent screen. The 'how do 1 get 
over there' problems in the cav- 
erns are veiy tricky and demand 
great skill. The attacking nasties 
are a real pain because there are 
so many of them, even killing 
them costs energy so you realty 
will need those Irves if you want 
to complete the game. Very attr- 
active game, playable and I find 
it fairly addictive' 

• 7Ve nothing but praise for this 
oarne, graphic detail is marvel- 
lous and colour is exceptionally 
welt used. Animation is great 
too. It's not art easy game by any 
means — flying through the air 
seems fun at first until ferocious 
bats (vampires?) try continually 
to drag you down. Finding the 
weft spread and randomly 
placed keys Isn't easy either, 
using them is even worse — as 
you open up one of the colour- 
coded doors a new underwurlde 
appears, offering you screens in 
a platform- or should f say 'step- 
ping stone*- game. This Is even 
more difficult than the aerial 
sequences, because for hatf of 
the time you don't know where 
you'll tend up when you step 
blindly off one screen into 
another, Eight hags might seem 
a lot of lives to you, but you 
could have eighty end it 
wouldn't be enough. A delight- 
fut game that is bound to prove 
popular/ 



• 'Here's another game that has 
been converted from the 64. 
They've had some trouble with 
the continually scrolling screen, 
but the Spectrum page scrolling, 
though nowhere near as attract- 
ive, Es a reasonable comprom- 
ise. The graphics look very good 
though, Flying on your broom- 
stick is a tricky business with the 
ghosts, bats and deadly pumkin 
pods all homing in on you — 
don't hang about in one place 
too long I The caverns present a 
totally different game with 
different problems, so Cauldron 
represents good value in game- 

Klay, and the good graphics, 
ard to get to rooms r size of the 
game and difficulty level makes 
it addictive to play, and with a 
second free game on board r 
qood value too, although Evit 
Dead isn't the most mega-fab 
program/ 



1 



COMMENTS 



Control keys : Cap/Z left /right, 
X/C down /up, and V to fire 
Joystick: Kempston, Cursor, 
Sinclair 

Keyboard play: responsive 
Use of colour: very good 
Graphics: detailed, well moving 
Sound: good 
Skill levels' 1 
Lives: 8 

Screens: 64 below ground — a 
lot above) 

General rating: a large, 
engaging end difficult game for 
the arcade player 

Use of computer 30% 

Graphics 89% 

Payability 30% 

Getting started 86% 

Add i ct i ve qua lities 9 1 % 

Value for money 90% 

Overall 91% 



SPECTRUM 48K • COMMODORE 64 





Extraordinary Arcade Animation 
An amazing journey to the centre 
of the P! emu redo me 
Discover the secrets of the 
final screen! 



FREE! FREE! FREE! 

Unique LIVE recording of RELAX, never released in the U.K. 
Exclusively from Igcjffi) tnggffijfP twin cassette pock, 



Ocean Software Limited 
6 Central Street Manchester M2 SNS. 

Telephone: 06 1 832 6633 

Oeem Software is available from sele cted branches of. 
WO(MliDRnf.WHSMITH/^SQa ,m LASKYS. 
Rumbelo ws , COMMT,^™" s*** * ***** ***** 




GLASS 



Producer: Quicksilva 

Memory required : 48K 
Retail price: £7,99 
Language; machine code 
Author: Peter Ha rg reaves 

Glass r believe it or not is a flight 
simulator but one designed for a 
very special task which is to train 
you for a specific task. With the 
aid of Glass you must acquire 
the skills needed to be a star^ 
fighter pilot. The problem, you 
see, is that the planet Hygon has 
been taken over by a bunch of 
clever but nesty aliens. They 
have built three citadels which 
act as bases for further military 
expansion. The citadels are 
heavily defended and only good 
pilots stand a chance of destroy- 
ing any one of them let alone all 
three. 

The simulator has been des- 
igned to test your abilities to the 
limit as you must destroy hun- 
dreds of droids before you even 
catch sight of a city, For most of 
the time the action takes place 
on the planes of Hygon which is 
a pretty boring sort of place to 
be, mostly because the surface 
is reflective, flat and devoid of 
just about anything except of 
course, the droids. You are 
going to meet three main types 
of drold, the first are sproingy 
bouncy ones, you know the sort, 
they never seem to sit still long 
enough for you to kill them, but 
you must if you are to avoid 
being killed yourself. The sec- 
ond class of droid appears to be 
patrolling a boundary, in herds. 
They march, relentlessly, from 
one side of your view-screen to 
the other happily lobbing tennis 
balls at you, only these balls do 
nasty things to shields. The last 
breed of droid is bigger but less 
bold, they cower over the hor- 
izon and then pop up and fire at 
you. 

The simulator has two other 
hazards for you to cope with. 
Firstly you are given practice 
shooting up enemy ships as 
they sidle past your view- 
screen. Second ly r you exper- 
ience the thrill of flying across 
the less boring perts of Hygon. 
at low level and el high speed 
The simulation gives the 
appearance of traveling, on a 
high speed Fly-mo across a very 
large graveyard complete with 
highly coloured grave stones. 
Wnen you collide with one of the 
J headstones' your shield suffers 
damage. Many alien deaths later 
you reach the first citadel and a 
nuclear warhead is launched 
against it automatically, letting 
you sit back, relax and watch the 
spectacular end of one of the 
cities. But not for long, one 
down two more to go. 

You're equipped with twin 
rapid fire lazers, centred on the 
screen so aiming is done by 
moving the craft from side to 
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side. Points are awarded for hit- 
ting enemy targets and the first 
20,000 are hard work r after 
which the bonuses are generous 
and top scores can well go into 
the millions. A score such as that 
would earn you the highest title 
of 'Game Lord' but more often 
than not early missions will attri- 
bute less flattering ranks to you 
like 'Galactic Dustman' and 
Commodore Owner'. There is 
an infinite lives option but 
scores from each mission are 
not cumulative — you can t be- 
come a Game Lord by cheating 
you knowl 



CRITICISM 



• lam very impressed with the 
graphics, they are very attract- 
ive, very smooth and delightful. 
To be honest the game itself is 
really nothing more than a shoot 
em up but what's so bad about 
that? The sound is almost up to 
the standards of the graphics so 
ihi.it helps to make it exciting, as 
do the huge variety of alien be- 
ings — seldom will you see the 
same creature twice. In between 
conflicts with the aliens your 
craft passes through a most 
alluring transition, best descr- 
ibed as a journey by a slice of 
high speed cheese through the 
middle of a sandwich made with 
chequered bread. One scene 
reminds me of 3D De&thchase 
b ut m u ch f aste r so it r s q u it e thri I - 
ling. My only reservation is the 
price, I admit the graphics are 
superb but it is a little steep/ 

• * This game is instantly appeal- 
ing in the sense that everything 
is graphically 'fast' and f airly 
detailed. But there didn't seem 
to be much of a oame to it. Var- 
ious sequences have some nice 
effects and, in the main, the 
game is built up of effects — the 
warp effect is the best I've seen 




on the Spectrum, Speeding 
through the towers is difficult 
because they come towards you 
at such a rate and the key res- 
ponses don't match that rete, 
which adds a bit to the forward 
thinking. Another nice touch is 
that you c$n continue with your 
game from the point at which 
you were kitted. As a game f 
can't really recommend it al- 
though if you're into effects, it's 
nice to see what can be done and 
it gets very fast/ 

• p l enjoyed playing Class as it 
didn't get boring. The graphics 
were so varied that I only saw 
each type of alien once. The 
sound was well used and gave 
the game a bit more depth, the 
grapnics apart from being very 
varied were very well drawn and 
perfectly animated and all the 
3D effects worked very well. As a 
shoot em up Glass is very addic- 
tive and playable, in fact I only 
have one main niggle and that is 
that you don't have sights for 
your laser so you can only guess 
what you are going to hit. I play- 
ed it all the way through, (it took 



about four hours to complete) 
and the final screen was well 
worth it/ 



COMMENTS 



Control keys: O/P I eft/ right, Z-M 
to fire 

Joystick. Kempston and Sinclair 
Keyboard play: very fast 
Us n of colour: excellent 
Graphics: varied, large and fast, 
very good 
Sound: agreeable 
Skill levels: 1 
Lives: 3 

Screens : 3 main types 
General rating; graphically an 
excellent and very pleasing 
shoot em up. 



Use of computer 
Graphics 
Payability 
Getting started 
Addictive qualities 
Value for money 
Overall 



75% 
92% 
82% 
85% 
80% 
69% 
82% 




WENDER 
BENDER 



Producer: Ranks High 

Memory required: 48K 
Retail price: £7.50 
Language: machine code 

This pame was reviewed way 
back in issue 9 under the name 
Block Busters A rather sad story 
is associated with it. When the 
author originally applied for a 
licence to use the name he rath- 
er got the impression that it was 
not needed, hut the owners of 
the name must have changed 
their minds because they grant- 
ed rights in it to an associate of 
the author who then was able to 
claim that only he had the right 
to use the titie of the TV prog- 
ramme. As a result, Ranks High 
changed the name to W&nder 
Bender , which is substantially 



FRANKENSTEIN 



CRITICISM 



• Frankenstein 2000 has rather 
nice colourful and smooth 
graphics. The program also has 
a neat sense of humour with 
frogs in the throat, cigs in the 
lungs and fried eggs in the stom- 
ach. This is a game to work out, 
damage is easily accumulated 
and not so Quickly repaired, 
oxygen is also a precious com- 
modity. To do well you must 
move quickly and accurately, so 
expect the first few games to 
end in death pretty quickly. Icon 
have come up with a good game 
here, I enjoyed \\* 

% 'What a strange game this is, a 
multi-platform arcade adven* 
ture (touch of) aft taking pi&ce 
with a human body. There are 
lots of different ideas within the 
game like dodging frogs in the 
throat and shooting oxygen 
bubbles for more air. The sound 
could have been improved but 
it's alright The graphics them- 
selves are very smooth with a lot 
of detail. Keyboard play is very 
responsive which is Just as welt 
This game is worth a look as it 
represents pretty good value. ' 

ft 'I thought the route round the 
body was a little strange, you 
start in the throat down to the 
lungs, stomach, intestines and 
then you go back up the heart 
and finish up in the brain. While 
the graphics worked weif I was a 
little disappointed with the 
sound simply because there was 
SO little of it when you collide 
with a nasty all you hear is a min- 
ute ticking noise which is easily 
lost. Sound aside This game 
does require skilfull play, mostly 
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the same as the author's original 
game with a few differences. 
Firstly the blocks have been 
changed from the flat honey- 
comb shape to a more accept- 
able "W r shape. Another 
improvement incorporated into 
this release is the availability of 
additional question tapes — an 
extra one is already included 
with the program itself and 
others are available for £2.50 

Most people ere probably 
familiar with this sort of game. 
The main display shows a block 
of 25 Ws arranged 5 by 5. Each 
node has a letter In it and the 
questions are based around that 
letter. For example a player ask- 
ing for the block with letter H 
may get J What H is a contest of 
speed': answer 'Race', Not all of 
the questions are as easy as that, 
in fact the quiz is a good test not 
only of general knowledge but 
of spelling as well since the ans- 
wers must be spelt correctly 
when they are input. 

At the start of the game you 
can select a two-player game or 
one player can pit wits with the 



because of the limits imposed 
by the oxygen and damage 
levels, also it has quite a lot of 
variation from screen to screen/ 



COMMENTS 



Control keys - Q/A up /down, 0/ 
P left/right space to fire 
Joystick: Kempston 
Keyboard play: good response 
Use of colour: very good 
Graphics: fast and smooth 
Sound: pretty poor 
Skill levels: 1 

Lives: depends on damage and 
oxygen level 
Screens: 10 

General rating : a better than 
average game. 

Use of computer 69% 
Graphics 80% 
Payability 80% 
Getting started 78% 
Addictive qualities 79% 
Value for money 75% 
Overall 76% 





computer. The colour selected 
by a player dictates whether he 
or she tries to form a line of Ws 
from top to bottom of the 
screen, or from left to right. For 
every correct answer you give 
the associated node turns into 
the colour of your side. Whoever 
answered the last question corr^ 
ectly will get first call on the 
next. Since the object of the 
game is to try and form a bridge 
of nodes between the two sides 
one would normally pick letters 
that are adjacent to each other 
but you could block your oppo- 
nent instead, The computer 
keeps a score for both players 
and allows a game for as many 
matches as you please. 



CRITICISM 



• The new layout of the main 
screen is in facta great improve- 
ment over the old. It's much 
clearer and easier to read as well 
as being a good deal brighter. 
The addition of extra question 
tapes makes a good deal of 
sense since you could get bored 
if you ha d to cope w i th t he same 
old ones doing the rounds time 
and time again. In essence the 
game is much the same to play 
as Block Busters but it is much 
more refined. Quiz games have 
a strange sort of appeal and I 
think that for those who enjoy 



them Wender Bender is prob- 
ably the best general knowledge 
quiz game on the market, I am 
mildly concerned that every 
now and then when a two-line 
question is printed the last few 
characters tend to drop off until 
the time up bell is heard. This 
can make some questions next 
to impossible but as I say that's 
pretty rare. All in all a well 
thought out and nicely produced 
game, well worth considering.' 



COMMENTS 



Control keys; very simple 
Joysticks N/A 

Use of eo Jour: neat and bright 
Graphics: much improved out 
still with Spectrum text 
5ound:*lots of bleeps and a very 
sweet tune 
Skill levels: nine 
Lives: N/A 
Screens: N/A 

General rating: interesting and 
entertaining, well produced. 



Use of computer 71 % 

Graphics 77% 

Payability 75% 

Getting started 77% 

Addictive qualities 73% 

Value for money 75% 

Overall 78% 



WENDER ~vs BENDER 



THE QUIZ GAME 
BY RANKSHIGH Ltd. 



SUPER- 
GRAN 



Producer: Tynesoft Ltd. 

Memory required: 48K 
Retail price: £9.95 
Language: machine code 

Not that CRASH readers get 
much opportunity to watch tele- 
vision but you may have noticed 
a Television series called 'Super 
Gran'. It is based an the unlikely 
adventures of a turbo charged 
Grandmother. The story began 
when she was sitting in the 
house feeding something when 
she was accidently zapped by a 
special ray fired from the up- 
stairs room of a tenament block 
The ray was m the care of one Mr 
Skunner Campbell, the bad guy 
Of the game. Skunner in his turn 
had pinched it from Professor 
Black, the ray's inventor. 
Anyway enough of this, the fact 
is that the otherwise quiet and 
feeble Granny was instantly 
converted into a megabeing 
able to perform feals that make 
Daley Thompson look like our 
assistant editor. The game is 
based on the dear old lady's 
adventures, her attempts to put 
right wrongs where no Gran has 
righted wrongs before. 

The game consists of five diff- 
erent game-screens and you 
must survive each part to move 
onto the next. First off. Gran flies 
over Chisleton on her fly cycle, 
battling it out with an imposter 
Gran on a similar machine. 
Screen Two sees you equipped 
with an anti-gravity belt which, 
when activated, allows you to 
drift up. Turn il off and down you 
go again. You must stop cars 
running over the cats while at 
the same time dodging planes 
and balloons. Gran can move 
left or right, but only when hov- 
enng, the background scrolling 
hehind her. 

The third game uses a scrol- 
ling road. The Professor is trying 
to get his new invention to the 
science exhibition and your task 
is to guide him there, avoiding 
the pot holes and kerbs as you 
speed along the winding way — 
of course Skunner is making a 
nuisance of himself- Onto the 
fourth — here you must scale a 
cliff to recover the invisibility 
machine left at the top. Moving 
from ledge to ledge r you find 
yourself facing all sorts of perils 
— weak ledges, nasty animals 
and the like. Mr Skunner has 
gone to the massive expense of 
hiring a helicopter from which 
he drops bombs on you. On top 
of all this the tide's coming in so 
don't dally. If you manage to get 
hold of the machine then its 
powers may help to defeat the 
mob on the next screens, all of 
w h ich foil ow sim ila r th ernes, 
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Superncss isn't fookmg too good for Grmf*. Trappmiin an 
uttattraciiwrn hktckv htiidicafju, no wonder sho n&eds anmnti- 
&rav Jbslf 



CRITICISM 



• 'And I thought the days of low 
resolution graphics were dead! 
This game has managed to 
revive them for use in some of 
the screens St/per Gran is foll- 
owing the lines of the more 
feeble TV/film rip offs. it will be 
the name that sells this game. 
Thank God the sound can be 
turned off it nearly drove me 
round the bend. The keyboard 
response was less than brilliant 
especially when trying to fire I 
had hoped to find Billy Connolly 
on the B side but no, what a 
shame, something like that is 
desperately needed to put some 
life into this expensive package.' 

• We// here we go with yet 
another TV spin off. 'Super 
Gran ' is a programme that i am 
unfamiliar with so perhaps I am 
unable to appreciate the game 
fully. While the various arcade 
games are challenging and the 
game ts playable f found that it 
was not addictive and i am not 
sure that knowing the TV prog- 
ramme would have helped. On 
the whole then a fairly ordinary 

Sjame and certainly nothing to 
all over about/ 

% 1 hate it. If you enjoy badly 
drawn and frustrating games 
then this is for you but I would 
rather forget I had ever seen it. 
What annoys me most of all is 
the price, I mean £9.951 What on 
earth do they think they am sell- 
ing bene, TV air time? It is not just 
the price that makes the graph- 
ics seem so bad: while there are 
some acceptably well drawn 



images that manage to move 
smoothly, the backdrops are 
ludicrous. I've seen better 
graphics in Snowball, The open- 
ing screen is typical, the fly- 
cycles are good except they are 
so huge there is virtually no 
room for them to manoeuvre. I 
have found a way of making 
sure that you win the first 
screen. Position yourself in the 
centre of the screen and fire 
rapidly left and right, that way 
you are certain to hit the targets 
before they get onto the screen 
fully. Good playing tip ya, well I 
have a much better one: Don't 
bother. 



COMMENTS 



Control keys - O/P left/right, Q/A 



up/down, Space to fire r also 
user definable 
Joystick: any 

Keyboard play: poor response 
Use of colour: boring and fiat 
Graphics: in some cases very 
poor 

Sound: awful 
Skill levels- 1 
Lives; 4 
Screens: 8 

Genera I rating : waste of money , 



Use Of computer 80% 

Graphics 46% 

Payability 48% 

Getting started 67% 

Addictive qualities 45% 

Val ue f o r money 1 5 % 

Overall 43% 




WIN A 

PORSCHE 924 

(or cash equivalent) 

see pack fordeiails 



TAKE THE CHALLENG E 





The original adventure *rf this furious friendly mole. Searching out cool he 
untcwnters enormous danger*, meehanksl and human. an4 braveJy feces th* 
" challenge of tht mighty King Arthur and hb personal bodyguard, armed 
to ttie teeth witri mammal repelian ts. 



awesome 1 



Life's taHen 1 down fur poor Monty, banished for ever mtrnmi \ 
arsonists, the lowest of the law. Fur not thb Mole could be rathta rare 
and plans arc in tend to rescue this Sufwrlwro Who will take up 
risk death? What evil fort* arc lurKkng In Scudmore " 



tfafnriocs 
a 




The Gremlin master enjoys his computer entertainment just as much as 
helpers have devised this classic collection that'll guarantee hours of fuW 
Colour, Outstanding, Graphics and lots of intrigue are the features bi"* 

reputation for quality 




when you next sit down at your keyboard, follow the 

fingers over a Gremlin sj 

Prom all good softi 



hi 
arc 

ill 

il. 



i 



t 




gjlet na-*£ upon a traditional fairytale In which Tom. a 
«d wIlBb i stranoe land, a land ruled by a cruel king and 
it is* It Is Tom's destiny to win the heart of the beautiful 
H9k to fHalp him in his struggle to overcame fto 
t-v i of the vvitrti « nd king. 




Aqemcj. losing his sight and park: stricken with overwork can Grumpy Gumphrey, 

the gerlatrk store detective, hold down his position In this department store 
fantasia. A kind assistant b needed to hetp round-up the thieves, cage the gorilla 
and tidy the warehouse, Would you fH the bill? 




MONTY'S 
ON THE 





The underworld are rallying round to help this Innocent fofcnero throw off the diakna 
of oppression and find a new Ink kn a sunnier climate. But even the bast kept stmts can 
be betrayed and Monty must surface at some time on his journey to the channel ports. 



A shy and slinky rodent tire cunning Sam Stoat teste rrts * % robbing the homes of 
the rich and wealth y ft all s eems loo easy ... until he encounters, the upperclass 
: v r ries they a 



■ 



SYI 



in ^ one else thats wh y he and h * s team of specialist 



s 



absorbing challenge from yeur computer Skill, 
hich the Gremlin master has. established his 

ire. 

master's example and run your w 



|3)lin master's exa 

w ire stockists. 





Become the hunter 
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and burn tread on the if reef i 
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COMMOOOfJt<*J 



Ocean Software h arable from selected bnuichei of: 

woouHtotrm, wiismnii, ^ 

r -iJ"ff1'!S?a, IftSRTS Rumbelows COM FT 

Spectrum St*jp<, and all good wftwarc dealer* 




Ocean Software 

Ocean House 6 CentraJ Street 

Manchester M2 5N5 

Telepr*>r* 06 1 832 663 3 Tek-/ 665977 Oceans G 



ROBIN CANDY and LLOYD MAN GRAM patch 
up their grievances and work together to 
bring you this month's CRASH BACK on the 
highlights of issue 8 



GAMES REVIEWED 

Bl ackha wk M icro 01 y mp i cs 
Match Point Stage Coach 



BLACK HAWK 

Creative Sparks 

The time is in the future, the 
place is a group of heavily 
defended islands. You fly your 
Black Hawk aircraft ana your 
mission is to seek and destroy 
the enemy airfields and missile 
launching sites. The task is 
made all the harder by tanks, 
anti-aircraft guns, helicopter 

Sjn ships plus many other 
ings that only appear if you get 
to a certain point in the game. 
Your aircraft has a computer 
attack system which features a 
two screen display — the 
defence screen and the attack 
screen. In the attack screen a 
small yellow LP at the bottom 
indicates vertical position and a 
white cross sight may be moved 
over targets. When this sight 
goes red a missile is automatic- 
ally fired towards it to detonate 
the target. This can be used to 
destroy ground installations, 
tanks and flying targets. If a tank 
or a flying target or an enemy 
missile reach the base of the 
screen the computer automatic- 
ally switches to the defence 
screen. On this screen you can 
actually see your Black Hawk 
aircraft r which is at the base of 
the screen, and you must 
destroy the on -coming enemies 
with your cannon before they 
get you. Success at this returns 
you to the attack screen. 



MICRO OLYMPICS 

Database 

Micro Olympics is an adaptation 
of the well known arcade game, 
'Track and Field'. There are 11 
events to choose from, 5 run- 
ning events, which include 100, 
200, 400, 800 and 1500 metres, 3 
throwing events, javelin, discus 
and hammer and 3 jumping 
events, long jump, high jump 
and pole vault. 

The running events are 
controlled in the usual manner, 
by waggling the joystick left to 
right. In each running event you 
compete against the computer 
and the clock. Most of the events 
require three keys to be defined 
berore starting. The computer 
goes first on all the field events 
to show how it is done, you then 
take part to see if you can beat 
the computer and create a new 
word record. 



PtayibfMiy JSf 

32% 



At the end of a mission you are 
given an Optimum Target 
Percentage Figure (QTPF),this is 
calculated by how many enemy 
installations you have success- 
fully destroyed. If this percent- 
age is high enough then you will 
be given additional weaponry. 
This can also be removed if on 
your next mission your percent- 
age isn't high enough. 

At the time Bfack Hawk was 
released it was a very good 
shoot em up but by today's 
standards it seems to be just 
above average. The graphics 
while they do their job aren't 
perfect but the sound is still 
reasonable. Bfack Hawk is still 
quite addictive and as with most 
other shoot em ups it is instantly 
playable but for me it just seems 
a bit dated. If you really like 
shoot em ups then it's worth 
buying, otherwise you might as 
well stick to Moon Creste, 
RC 




Black Hawk is stiff one of the best 
Shoot em ups around in my 
opinion. Okay, the graphics 
aren't the best in the worfd but 
the game is so addictive you 
dont mind, The biggest 
advantage Black Hawk has over 
many other games is that it is 
instantly playable and what's 
more it doesn't wear off after a 
white. The sound is quite good 
especially the tune at the end of 
a bombtng run r Overall stiff a 
good shoot em up which makes 
an enjoyabfe afternative to a/f 
those amade adventures and 
ptatform games. 




Micro Olympics was the first 
good 'Track and Field' game on 
the Spectrum, all the previous 
efforts seem to feature boring 
little stick men as the main 
characters. The graphics are 



quite poor but they do serve 
their purpose. Sound is also 
poor but colour is used quite 
well. The game has a few nice 
features, try releasing the 
hammer or discus at the wrong 



(Rob) Most of the ratings should 
go down by about 10 — 15%, 
except perhaps the use of 
computer and payability which 
should go down by about 5%. 
This game hasn't survived the 
test ot lime at all well, I think that 
its graphics let it down the most, 
otherwise a reasonable shoot 
em up. 

(Lloyd) I disagree, only the 

graphics rating should go down 
y about 10% the rest can stay 
the same. It is still very enjoy- 
able and definitely worth 
buying. 



Use of 



compute 



?»%« 

76% 
78% 

79% 

74% 

?S% 

77% 



moment. If you like 'Track and 
Field' games it is not really 
worth getting Micro Olympics 
now because it is very dated. 
RC 

When Micro Olympics was first 
released we hadn't been treated 
to the wonders of the track-and- 
fiefd-destray-your-keyboard 
type games before and this was 
quite novel For its time it was a 
pretty decent game r the 
graphics were well above 
average and the animation was 
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quite good. If Micro Olympics 
was released now I fear it would 
get a hostile reception from the 
reviewers because it looks very 
tacky when compared against 
today's cream of the games, 
although the colour is quite well 
used. This is certainly not 
addictive because it doesn't 
have a proper scoring system 
like Daley's Decathlon so then? 
are no goafs to aim for. The 
ptayabifity isn't too bad but the 
game soon loses its appeai. 
Overall a pretty run-of-the-mill 
jTjJ/rafr 6k today s standards. 

(Rob) Most of the ratings should 
go down by about 10% or more 
except perhaps the Getting 
Started and Use of Computer. 
Overall Micro Olympics is quite 
dated now but for its time it was 
very good. 

(Lloyd) I'm afraid I have to agree 
with Rob for once (is this the end 
of an era?} Micro Olympics is no 
longer worth forking out for. 



MATCH POINT 

Psion 

Match Point is a 3D tennis 
simulation that can he played 
with one or two players. The 
view of the green court is from 
the commentator's box, At the 
back of the court is the score- 
board showing aH the relevant 
details about games,sets and 
matches. On the right hand side 
of the court is the umpire and on 
either side of the net are the bail 
boys. 

The game closely follows the 
rules of lawn tennis, a match 
being played over three or five 
sets and the winner winning two 
or three sets respectively. You 
must win at least 6 games and 
have a two game lead to win a 
set. If both players win six 
games then a tie break comes 



into being automatically except 
in the final set when play cont- 
inues until one player has at 
least a two game lead. Scoring, 
changing ends and service all 
follow the accepted rules of 
lawn tennis. 

The game can be controlled 
by either keys or joysticks, the 
fire button being used to serve r 
to change racket swing and hit 
the ball. The height of the b&ll 
and its speed are determined by 
how the ball is hit and with what 
swing. 

Match Point was incredibly 
advanced for its time, it still out* 
shines many of today's sports 
simulations. The graphics and 
an imation of the players and the 
ball are superb, the only niggle 
being on first playing the game 
you tend to think there are two 
balls because of the shadow. 
There isn't much sound but you 
get so engrossed that you forget 
all about it. Quite a bit of skill is 
required to gafn full control over 
your character but as with all 
games practice makes perfect- If 
you like sports simulations then 
this is certainly worth buying. 
RC 



Graphics 
Pteyataiity 





Match Point is THE tennis 
simulation for the Spectrum. 
Pven by today's standards it is a 
very good game. The graphics 
are excellent and put many 
recently released simufations to 
shame, ft takes a white to get 
used to the way you control your 
character but once you have 
sussed it out it becomes quite 
easy. Addictive qualities are 
quite hard to fudge on sports 
simufations of this kind because 
you can play two player games 
which means that you can 
a/ways have plenty of comp- 
etition but if your opponent is 
useless at the game then you 




STAGECOACH 

Creative Sparks 

The driver of the San Pedro 
stage coach has been shot! The 
Object of the game is to get the 
stage coach under control, 
collect the stranded passengers, 
steer a safe route through the 
treacherous Sierra Peligrosa 
mountains while collecting the 
jjold, avoid the Comanche 
Indians and finally arrive at the 
small mining town of San Pedro 
The first stage, called the 
jump, has you riding behind the 
San Pedro stage coach and you 
must ride up behind it and climb 
on board. Once on the roof you 
must crawl to the front and grab 
the reins. With this done you 
must steer through the desert 
avoiding cacti and picking up the 
waiting passengers. If you fail to 
pick up a passenger they will 
jump up and down angrily or 



mountains without receiving 
too much damage. You must 
pick up the boxes of Gold or 
ammunition while avoiding the 
deadly rock slides. All these 
details can be seen on the map 
facility, 

The last section is all on the 
indian plains. The indians go 
into a formation that hems you 
in while another indian attempts 
to climb onto the back of your 
coach to either kidnap one of 
your passengers or yourself. 
Your only defence is to climb 
onto the stage coach's roof and 
try to shoot the indians. 

Stage Coach never actually 
grabbed me when it was first 
released, looking at it now I'm 
not surprised Ttie graphics area 
bit small for my liking though 
there is quite a bit of detail Both 
colour and sound are used well 
but for me the game isn't addict- 
ive enough. Within a couple of 
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Getting started 



even worse — you may run over 
thern! 

Once enough passengers 
have been picked up the game 
moves on to the next stage, the 
Sierra Peligrosa mountains. 
Here you steer through the 



can get bored of it. Of course you 
can piay against the computer 
but tt is only a matter of time 
before you can beat it on the 
harder levels of play, Match 
Point should go down as one of 
the Spectrum ciassics t it is a pity 
that Psion don't release more 

(Hob) Looking at the rating now I 
am tempted to put the Use of 
Computer up by about 5% 
because you can cater for most 
joysticks with user definable 
keys. I am also tempted to put 
the Overall up by about 2% 
because I think it is a great game 
that is welt worth buying 

(Lloyd) I wouldn't quarrel with 
the ratings at all Match Point is 
simplyacisssicl 



games it is possible, on the 
Tower levels, to get near to com- 
pletion. Overall a pretty bad to 
average game today. 
RC 

Hmmmm, this is a bit of a tricky 
game to Judge, the graphics are 
poor by today's standards but 
strangely enough it is quite 
playable and kept me amused 
for a while. As with many games 
the idea may be good £ut the 
implementation suffers, norm- 
ally because the graphics aren't 
good enough. Of the three 
stages the first and fast are prob- 
ably graphically the better and 
the more playabie of the three, 
the mountain stage lets the 
qame down tremendously, t 
found the game quite playable 
for a while but i don 't think t wl/t 
loose any sleep over it. To sum 
up: not exactly good but / have 
seen a lot worse, let s Just say 
'average \ 
LM 

(Rob) Most of the ratings except 
the Use of Computer and 
Getting Started should go down 
by about 10% especially the 
Addictive Qualities, which 
should go down by about 1 5%, 

(Lloyd) I agree (this is getting to 
be a habit!), Stage Coach does 
become tedious after a while 
and isn't really worth buying un- 
less you ve played it before and 
know you like it. 




and ail leading software stockists, or direct from:- 




Design Design Software 
125 Smedley Road, Cheetham HiM, Manchester MS 7RS 
Trade enquiries :- 061 205 6603 

Price includesp&p 




JACK 

CHARLTONS 

MATCH 

FISHING 



Producer: Al fig at a 

Memory required: 48K 
Retail price: £6.95 
Language: mostly BASIC 
Author: Elliot Gay and 
David Thorpe 

Th IS is a pretty unconventional 
game by any standards, the 
player does not play against the 
computer but against fellow 
beings, the more the better, 

The program simulates a day 
out match fishing beside □ very 
attractive lake. (Drawn by David 
Thorpe see issue 17). The game 
caters for up to eight fisher- 
persons all of whom must enter 
their names at the start The 
computer will ask how for long 
you want the match to last and 
you can select any period be- 
tween 1 and 90 minutes The 
program next allocates each 
player a peg number and descr- 
ibes in detaii (he conditions of 
the bank and surrounding 
waters. For example, the player 
who draws peg 7 is told that his 
section has two large trees adj- 
acent to him and the water, 
which is only between seven 
and twenty feet dee p r has a lot o f 
leaves and twigs on the surface. 
To a fisherperson I suppose that 
this would suggest the use of a 
luminous hook and a torch but 
whatever tackle you decide on 
you must choose the most app- 
ropriate from the tackle section. 

You are offered a choice of 
rods, floats, reels, lines, baits 
and hooks. At this stage you 
must specify the type of cast — 
strong, medium or weak. When 
all of the piayers have selected 
what they assume to be the 
most appropriate tackle we can 
move onto the actual fishing. 

A page of instructions expl- 
ains that all of the contestants 
must gather round the com- 
puter. They will be shown a 
picture of the lake with the eight 
pegs around It. When a player's 

Reg flashes it means that a fish 
as taken the bait and the player 
whose peg it is must dash to the 
computer and press the approp- 
riate number to strike. The pic- 
ture changes to show a little 
chap sitting on the bank with a 
fish moving towards the Fine, 
when it reaches it you press 
SPACE and hope that the tackle 
you selected is up to the fish you 
are trying to catch. At any stage 
during the wait you can ask to 
see your peg description and 
change tackle if required. 

At the end of the time period 
the results are displayed. Each 
player's name is printed to the 
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screen in an order dependent on 
the total weight of fish caught. 
Displaying the total weight of 
fish caught neatly avoids those 
traditional, amis outstretched 
arguments about the ones that 
got away. 



CRITICISM 



• 'Fishing has got to be one of 
the most difficult sports to simu- 
late and I think this program 
manages to capture the tactical 
and technicaf aspects rather 
well The view of the pool is sup- 
erb and it's quite fun just to sit in 
front of it and relax. The graph- 
ics of the fisherman on the river 
bank are {forgive me) another 




SILLY WARNING 

Please don't take Your Spectrum 
near the water's edge, it could 
prove harmful and may be 
dangerous. 



COMMENTS 



Control keys: 1 to Sand space 
Joystick: N/A 
Keyboard play: N/A 
Use of colour: very good 
Graphics: superb view of the 
lake, others indifferent 
Sound: very little 
Skill levels: 1 



Lives: N/A 
Screens: 2 effectively 
General rating: an interesting 
game with probably limited 
appeal for those who prefer 
making a lot of noise on the river 
bank. Ratings from a fisher- 
person's viewpoint. 



Use of computer 
Graphics 
Piavability 
Getting started 
Addictive qualities 
Value for money 
Overall 



66% 
75% 
60% 
70% 
60% 
65% 
74% 



0 MINUTES LEFT 
I5HERMRM 



TO PLAY 




kettle of fish — a little on the 
simple side but they are colour- 
ful and effective enough. The 
bfurb that came with the game 
stressed the importance of a 
group of players rather than just 
one or two. On the whole an 
Interesting and well designed 
program. 

• 'The game manages to be 
quite reafistic. You &re tofd the 
conditions of your peg including 
tfetaiis of water speed and fight 
end if there any weeds about 
White / am interested in fishing I 
do not consider m yseff an expert 
bat the game certainty seemecf 
to pose the sort of problems rh^t 
any m^tch fisherman would 
have to face, interesting for 
angiers, r 



HOW THE RATINGS WORK 



IMPORTANT CHANGE!!! 

After more than a year of 
maintaining the CRASH 
rating system, we have made 
one important alteration. The 
OVERALL rating is no longer 
calculated as a strict average 
of the previous 6 ratings 
Now each reviewer is indep- 
endently allowed to judge 
the Overall worth of a game 
as a separate rating. We 
hope this will help overcome 
some of the inconsistencies 
which readers have noted in 

~— 



OVERALL PERCENTAGE is 
now a separate and distinct 
rating. ALL ratings are an 
average of three reviewers' 
opinions. 

Under 30% - a wastts tjf tima 

31 40% — generally poof bui 

may appeal to some 

4}-50% — below average to 

average 

51-55% — reasonable average if 

Same type enjoyed 
5-60% — above averagp to good 
61-70% — good on most counts, 
generally recommended 
71 B0% — very good, recom 
mended 

8l-B3% — excellent 

Above 90% - d CRASH Smash. 




CHALLENGING SOFTWARE 



Now for 
Spectrum 48K 

and 
Commodore 64 




Spy vs Spy is two player cartoon fun! 
The black and white spies chase each 
other around the embassy. 

They steal secrets and plant 
traps, playing against each 
other on a split screen display. 



Available from software dealers everywhere or direct from 

Beyond Competition House, Farndon Rood, Marker Harborough, Leicester LE16 9NR 
Access/ Barclay card telephone: 0858 34567. Price £9.95 inc P&P 




Now YOU can fly with the 
legendary Red Arrows - 
in the most challenging 
flight simulation ever! 



It's the most exciting flight simulator ever 
written for a home computer - the product of 
many months of dedicated work by some of 
Britain's top programmers, enthusiastically 
aided by the talents of aircraft designers* 



Be a VIP visitor 
with the Red Arrows! 

Everyone who buys a Red Arrows computer 
program will be invited to enter an exciting 
competition. The winners will be given a VIP visit to 
the Red Arrows base at RAF Scumpton, the wartime 
home of the Damhusters. Your visit will include two 
nights' accommodation at a fuxury hotel And while 
you are at Scampton you will he invited to sit at 
the controls of a Hawk. 



Now on sale at: 

BOOTS CMtff Currys Dlxons 

WH SM 1 TH and otha r la a ding com p u tor stores 



ORDER FORM 




Taps 5f- Diic 3"tJi*£ Diw 

(€856} {£t2.$5} taZ.SS} 

Amstrad N/A □ N/A 

Atari □ □ N/A HfA 

BBC 6 □ □ □ N/A 

Comm. 64 □ □ N/A N/A. 

Electron □ N/A N/A □ 

Spectrum ■ Q N/A N[/A □ 

I wish t<? pay hv: 

□ A^ce5W'Me5terc;9rd/Eurqhcard No 

I I I -1...J I I I A I I— I I L J I — I 1 1 ! 

□ Barclay card/Visa No. 

L I 1 I I L I I J i I I I I— J — I — I 

□ Cheque/PO maris payable m. Database Publications Lid. 

Name , 

Address 



Signed 



i Software FflegfOSTriyrcip- Hvum T 
6& Ch*S1«r fio*a r Haial Gfowe, Stockport SK7 BNV 

Dart i forget 7o qvate youf credit 
£»rrf nutrrfitir .itici fuii BCltifBSS. 

IP 



YOU CAN ALSO 
ORDER BY PHONE 



061-400 0173 

t24 haunt 



engineers, mathematicians - and the Red Arrow 
pilots themselves. 

Every ounce of power contained in the micro, 
and its enhanced sound and graphics 
capabilities, Is used to give the utmost realism 
to re-creating the most spectacular aeronautical 
displays ever seen in the skies of Britain. 

You start by practising take offs and landings. 
Then, once you have won your wings, you fly in 
formation as part of the Red Arrows team. 
There's no margin for error as you fly a mere six 
to 10 feet from each other - at speeds of 
between 300 and 350 miles an hour I 

But the real drama begins as you plunge info 
the death-defying manoeuvres that have 
been thrilling crowds at air shows for the 
last 21 years. 

On the panel in front of you are all the 
instruments you need - plus a screen giving you 
an external view of the complete formation you 
are flying. Slip out of line for a second and the 
eagle-eyed Red Leader will be on the radio 
ordering you back into position. 

The program comes with a detailed flight 
handbook that will soon give you the confidence 
to take YOUR place alongside the ace pilots of 
the Red Arrows, even if you ve never flown 
before! 



This is just one of the 
intricate manoeuvres 
turtf be able to cony out 
with this program. 








J 



Put yourself in the pilot's scat' 
of the most manoeuvrable 

fighter in the RAF! 




K yo ?M soon " we " l 9 ,^»Tr? month for a year second to work out 

brightest Spectrum ™??^er,h»n ours. ^^"t^uc^'t^^ 0 *" 0 "^ 
Tur maths are P'°^ b *™ than the suhsc.p«on fee you c ^ ^ , 0[m , nd 
that^wuhthegamescost^more 8i ^^.hangaroun 

Y^soHerisonlVOpenunflSOAug c HB OPSHlM SVB 1DB 

r^H&LPT-ONS. PO BOX ,0. LUDLOW SHROPS 



WHAT YOU GET IN CRASH 




BLUE MAX (US Gold) World 
War I German flying sees 
were awarded the Blue Max 
for skill and bravery. In this 
3D flying game you must 
take off and fly a mission 
against enemy aircraft, tanks 
and anti-aircraft guns, 
straffing or bombing vital 
targets, and return safely to 
base for refuelling and an- 
other mission. Aerial excite- 
ment for everyone ! 



U to the TV S" new gam* 
prow _ 



fa 1 




ftnothe 



from 



Ocean. 



1 



best ever IJ 006 ^ The 

S^eon theTS foott *'' 
° ne *hich maX?'T' 
other ma C if es J h * on 

opponent e « fSJ" nu ™an 
HL e thrills of fiJ"Wt fn all 



Subscribe to 

» any two 
^ oftftofla 1 "® 8 
oitfbispa9 el 



Featunno t S Spectrum, 
and the Zax^An 7 P 

and the r«t It- J m,SSl 'es 
ftw^*™,™?* arcade excite- 



ment at its best. 



I 



CRASH special offer subscription form 

Yes, I want to subscribe to CRASH for 12 issues and receive 
two of the games shown on this page free. 

Name ♦ * 

Address * — 

Postcode 

The games I would like are (circle TWO): 

Match Day Street Hawk Roland s Rat Race 
Zaxxon Glue Max Flak 

I enclose a cheque/postal order for £14.50 made payable to 
CRASH 

Please note that Roland's Rat Race and Street Hawk are not 
released at the time of writing, so if you choose either of these 
games there may be a short delay before delivery, 

CRASH MAGAZINE. PO BOX 10, 
LUDLOW, SHROPSHIRE SY8 IDS 




SKIP YOUR WAY TC 

WITH KP AND 



if 



in an exclusive 
CRASH competition 




MAST ERTRON I C f s new 
release ACTION BIKER 
features the star of KP's 
Skips bags, the man him- 
self, Clumsy Colin in an 
arcade adventure game 
which has you driving 
round town looking for a 
friend to give him a lift to 
the spaceport. 

Along the route Colin 
meets a whole series of 
hazards, including oil 
slicks, other road users 
and police cars. To help 
sustain him on his travels 
from house to house in 
the town, he can always 
gobble up a few Skips. . . . 
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COLOUR VIEWING 



l MASTERTRONIC 





There are 150 houses in 
town, fifty of which con- 
tain items that will help 
Colin in his quest to find 
his chum . . . and he can't 
enter some of the houses 
because there's no one 
in, The race is on — 

MASTERTRONIC and 
KP Skips have teamed up 
with CRASH to offer a 
super competition to 
co m memo rate Col in ' s 
arrival on the small 
screen, and a lucky 
CRASH reader will win a 
14 inch portable colour 
telly as a result. Ten 
whole cases of KP Skips 
are atso on offer to 
runners up. 

To enter, you'll need to 
invest in a copy of the 
game, clip out the official 
entry coupon from this 
issue of CRASH and draw 
a map of the game. Send 
your cartographical 
masterpiece off to 
MASTERTRONIC at PARK 
LORIME, 111 PARK ROAD, 
LONDON NWS 7JC to 
arrive by 30th 
September. No doubt the 
winner will acquire fame 
as well as a nifty colour 
telly, 'cos we might just 
print his or her picture in 
the news pages too! 



^^"^ 00 M 



i 




Letters pa ge ht>&tting fey ^ 
desperate art stwfmt RiCNARD 



If you're new to CRASH — helta. If you're not — hang on a mo. My 
editor (blessed be his name etc} tells me that CRASH'S popularity is 
rising enormously, up from approximately 48,-CKK) buyers before 
Christmas to almost E5,000 last month {which doesn't tafce account 
of all you pirate readers)! SO, just to fill you in. this is the CRASH 
FORUM, compiled, edited and generally ruled by one LLOYD 
MANGRAM {that's me>, I am traditionally underworked and 
overpaid no e no that's not right, it s the other way round. Anyway, 
the point is that every month I pick out one letter of unusual merit 
(that doesn't mean it's the first off the pile either, it's the one that 
Stick* out most after they've all been typed in on my ageing 1922 
Hermes typewriter), and this writer is awarded £12 worth of soft- 
ware of their choice. Got it? 

The main preoccupations this month fall into three broad categ- 
ories, more replies (by the sack load I to Mark Roberts' silly letter 
saying that Commodore m$ are better than Suectrums Most are 
unprintable, arid anyway, the subject is rather boring; more argu- 
ments for and against Alien 3 being like Knight Lore- and even more 
on the subject of G has trusters and its worthiness or lack of it. 

The BUG BOX' has done rather well, as you will soon see, and the 
heading on these pages is an example — thank you Richard Eddy 
(it's just this once though, Oli gets annoyed}. If you're a dab hand 
with the pen, send your entries to BUG BOX at the address to be 
f ou n d at the end of the Forum, I must tell you that pencil work does 
not reproduce as well as pen, so you are warned. 

Finally, before getting on with it thank you Mark 'Scatty' Scott of 
Mareham-le-Fen r Near Boston, Lines for the Christmas card — 
there's nothing like getting in early, is there — and yes, it is the first 
of the season. 




MY BUYING 
SYSTEM 

Dear Lfoyd, 

I was surprised to see Richard 
Harrison $ letter in the May issue 
in which he said, r who will buy a 
Spectrum rf they can only afford 
one game a month?' 

I am unemployed, and since it 
took me nearly a year to buy the 
uter, and I don't belong Eo 
puter club to gel pirale 
s, I can't always afford 
the one. I therefore have to 
se very carefully and have 
ised this system: 
1 Buy CRASH for the reviews. 

2. Make a note of the games I 
fancy from the descriptions and 
comments \ I don't always take 
note of the ratings although a 
very lowone wilf put meoff), 

3. See which ones are avail- 
able at the local shop. 

4. Check other, lesser, mag- 
azines for reviews. 

5 . Wa it for the next month 's 
CRASH to see the praise or 
complaints, 

6. Buy a game when I have the 
money. 

This means that I don't get 
them when they are new! 
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can be sure thai it is money well 
spent. If more people did this 
then the attitudes and prices of 
the software firms might 
change. After all, you can often 
read letters from people saying, 
I wish I had read CRASH first, 1 or 
1 dashed out to buy it the 
moment it came into the shops 
and then wished I hadnV 

As long as people do this and 
will insist on putting money 
down for the sake of the title, 
packaging or The publisher s 
nrime alone, then rip-off swill go 
on . if the public shows that it is 
discriminating enough to go for 
quality games at a reasonable 
price then the software business 
would have to change. It may 
mean less games but far more 
satisfied customers. Don't 
forget, if the customers aren't 
happy — welL we all know what 
has happened to a lot of 
companies lately. Better still, 
why not do as Firebird does and 
have two ranges, at least the 
price would then give a rough 
idea of the program, 
Ann Smith, Form by, Mersey side 

This seems to make sound 
sense, Ann, and for your patnsf 




status. f see from Your tetter (hat 
you wanted Gyron from Firebird 
as a prize — it s on its way. 

Just occasionally I manage to 
convince the Power That Be to 
f £12 of software to two 
*/s if there are two fetters 
that deserve r% and this month is 
one o f those occasions, for this 
next piece of Jingoistic flag- 
waving. . « . 

IT'SVPTOUS 

Dear Lloyd, 
Boom ! As t write, the 
resounding echoes of yet 
another collapse in the tangle 
computer jungle are fading in 
my ears. My local, hardworking 
and friendly hardware-software 
retailer has fallen, a victim of the 
mighty blow of the liquidator's 
bloodied axe. He is in good 
company, Imagine, Rabbit, Oric 
Computers, Dragon Date, the 
loathsome Big K magazine and 
of course the late lamented 
Personal Computer Games, The 
list is endless. To think that 
many of these were killed off by 
mismanagement and inadequ- 
ate market manipulation. 

We are informed that PCG 
died of a fatal disease known as 
insufficient ad revenuitis. It is 
generally contracted through 
poor advertising usage, it rs 
highly contagious and particu- 
larly lethal. J BuC I hear you try, 
'PCG was a hot selier, what 
happened to them?' Yes, they 
sold copies and that looks good 
on paper, but the cold facts are 
that it is advertising and not 
sales that make or break a mag- 
azine. In this sphere PCG was 
only 30-50% as effective as 
CRASH because an ad placed in 
PCG for a Spectrum product 
would reach r at maximum onry 
50% of the readership, but a 
similar ad in CRASH would 
reach 100% of the readership. 

Bui with so many firms hitting 
rock bottom after the Christmas 
rush, how has Sinclair Research 
fared you might ask? Figures 
show us that Sinclair made C80 
million turnover fast year — 
almost inconceivable in such 
times of hardship. 
Perhaps this tells us that this is 



indu stria I domino effect. The 
scare already had a sporadic 
foundation in Summer S4 when 
a notably flamboyant software 
house faded into insignificance 
Are we surprised that Imagine 
foundered? No. because they 
didn't produce the games, only 
hot air Unfortunately they left a 
great deal of unemployed 
people behind them. We cannot 
close our eyes to shake-ups in 
the business. Commodore laid 
off 124 workers at their Corby 
plant and they face the humili- 
ating failure of the Plus 4. Acorn 
are losing heavily and Apple are 
reducing world wide stocks. But 
Ihe worfo wifl not end overnight. 
The prophets of doom have 
been proved wrong before. The 
much vaunted MSX invasion 
seems to have been rendered 
impotent by its redundant 
standard. 

Perhaps Sinclair has survived 
because of the greatly Quoted 
'fanaticaf loyalty' of Spectrum 
users. Nobody, not even Sir 
Clive, could have invisaged the 
survival of the Spectrum. It has 
repulsed all competitors. Even 
Commodore software pales 
beside it in depth and content. 
So the future, it seems, lies in the 
continued support of Spectrum 
owners for Spectrum software 
houses. The market isn't 
collapsing, it s going through 
growth pangs and only the best 
will survive with our help; the 
computer users. We have the 
most important voice in the long 
run. Don't neglect it I Don't lose 
hope) 

Andrew Cusack(15K 
Glaunthaune, Cork, Irel 

f ought to point out that 
although PCG looked like a hot 
setter, ft never realty achieved 
the kind of sates that it needed I 
sustain the advertisers, and 
reaf problem was that they_ 
so many ads away too cheapi 
to make them worth printing 
that's the fatal disease. Your 
choice of software rs on its 





SAVE MY ART A 
LEVEL 

Dear Crashites r 
Hi, Thanks for a great mag, it J s 
really hoopy ! I have my 6th form 
A level art assesment coming up 
soon and i am in desperate need 
of some artwork that has some 
standing, done off my own back, 
So I have enclosed a new title 
graphic for the letter page, and it 
would make my existence so 
much nicer if you would publish 
j it instea d of O I i Frey 1 s usual t it!e. 
Anyway, grovel, grovel plead, 
piead, 24 acne tablets and a 
spiky hairdo to support! Hoping 
you Will not ruin my future life by 
not printing the title and so get- 
ting chucked off my art course- 
It s your fault that I haven't done 
enough work, teHing me all the 
great games I have to cop- er 
buy, then I have to spend all 
night to play the game and so 
&et no art done. So it's all your 
fault 

Richard Eddy H§h Helsfon, 
CornwaH 

Okay, Richard Eddy — This is 
Your An (up at the top of the 
page somewhere}, There's 
realty no need to b/ame me f after 
atf t you're not far away from St 
tves andatf that arty influence, 
LM 



MORE 

ELECTRO-BOP 

Dear Lloyd, 

I could only gape with horror on 
reading J, Kimmons' letter en- 
titled Bop as you Zap r Despite 
his apologies concerning the 
extreme heavy metal content, I 
felt compelled to write my own 
Tunkers 4 Version' — 
1 WILD WEST HERO 
Space Cowboy by the Jonzun 
Crew 

2, DX DECATHLON 

Body Break by The SOS Band 

3. ALIEN 8 

Light Years Away by Warp 9 

a/FREETBEES 

Let s Break the Ice by Break 

Machine 

5, SKOOL DAZE 



Kids' Rap by The Rapoligists 

6 AT1CATAC 

Release Yourself by Aleem 

7.TRASHMAN 

Down on the Street by Shakatak 

B BOULDER DASH 

King of Rock by Hun DJVLC. 

S. KNIGHT LORE 

Freaks Come out by Night by 

Whodini 

10. CYCLONE 

Let it ail Blow by The Daz* Band. 

I think that J Pop as you Zap' 
may be a more suitable title 
(popping beats bopping any 

day). 

Thanks for a great mag. I 
particularly like Jet man and the 
Pi-ikes. and you new column 
Merely Mengram seems both 
concise and informative — keep 
up the good work, 
Stephen Middlemiss, Ptirley, 
Surrey 



EVEN MORE 
ELECTRO BOP 

Dear CRASH 

'Bop as you Zap' , . . 

LAZY JONES 

Relax by Fr ankle G T H 

RAID OVER MOSCOW 

Two Tribes by F G T H 

FARENHEIT3000 

The Heat Is On by Glen Frey (no 

relation) 

PACMAN 

Hungry Like the Wolf by Duran 
Duran 

LUNAR JETWIAN 

Clouds Across the Moon by The 

Rah Band 

BOOTY 

We Are Sailing by Rod Stewart 

GHOSTBUSTERS 

Ghostbusters by Ray Parker 

Junior (what else!) 

SABRE WULF 

The Lion Sleeps Tonight by 

Tight Fit 

DICTATOR 

Everybody Wants to Rule the 
World by Tears for Fears 
JASPER 

Rat Rapping by Roland Rat 

The other point of my letter is 
to ask for a pen-pal — not an 
ordinary PAPER AND PEN PAL 
but someone who is prepared to 
write their letters on computer I 



This way we could swap prog- 
ramming ideas and perhaps 
work on a game together. If 
anyone is interested (male or 
female) please write to: 

Grahams Robertson, 56 
Pi arson Road, Dunfermline, Fife 
KY114UU. 

My interests are: Blake's 7, 
Frankie Goes to Hollywood. 
Playing computer games. Try- 
ing to write my own routines, 
and of course reading CRASH I . 
Thanks, 

Grahame Robertson 

Stake's 7ft f think the Ghost- 
busters one is a cop out, and 
shouldn 't Sa bre Wu If ha ve got 
Hungry Like the Waft?? 



AND EVEN MORE 
ELECTRO BOP 

PIROMANIA 

Bu rn Th is Place to the G rou nd by 
Venom 

LUNAR JETMAN 

Moonshine by Venom 

POLE POSITION 

Power Drive by Venom 

SPY HUNTER 

Spy by Robin George 

KNIGHT LORE 

Howling at the Moon by 

Ramones 

PUNCHY 

Punch and Judy by Marilhon 
ANDROID 2 

The Body Electric by Rush 

PVJAMARAMA 

So Tired by 0**y Osboume 

DTS DECATHLON 

Run Runaway by Slade 

Culann (Wolf en) McLaughlin 

I13K Amagh, Co Tyrone 

Cufdnn also asks why we 
haven't re viewed Poltergeist or 
Swords & Sorcery by PSS The 
reason's simple enough, they 
haven't been released yet 
because PSS ran into program- 
ming trouble that has taken an 
age to sort out. Anyway, enough 
bopping, popping and zapping 
for the moment. The dreadful 
author of this craze, a certain tor 
is t ha t cret i n? ) Jeremy Ki rn mon s 
has written again — 
LM 



WRONG AGAIN 

Dear Lloyd, \ 
In the May issue ot CRASH you 
printed rny letter about the 
advert for pirate tape-copiers. 
The advert that I was referring lo I 
in your March issue was on page 
1 1 9 The advert you thought I 
was reterrinq to was on page 
115. 1 em pretty curtain that the 
advert on page 1 1S didn't have i 
anything to do with rnicrodhvus 
as it states that you need two 

si >ght ly scathi ng answer , the 1 
least ynu can do is to print this 
letter to ammend matters. 
Thank you. 

Sean O'Rynn, London SElS 

Matter ammended, Sean — 
you're quite right I must admit I 
looked badly, thinking you were 
referring to the Lerm ad. The 
M rc rocentre ad for th&ir tap* 
copier has been withdrawn, as 
you may hive ssenfrom the last 
issue As to being 'scathing' 
what eise has a poorly paid 
minion to do but kick the cat 
occasionally? 
LM 



SOB STORY 

Dear Lloyd, 

I do not know why I keep on 
getting your magazine because 
my computer is broken, I think 1 
only get it because it is the best 
magazine I have ever read- More 
Jetrnan and more posters 
please and thank you Firebird 
and Ultimate for such brhliant 
games. 

Christopher Mitchell, BnllycJare, 
Antrim 

Sorry to hear about the sick 
Spectrum, Christopher, hope 
^ou can get it fixed soon. 





3 



* ■ ^^^^^^ 




ttVSSELL LOW* teftw dWn't 
mak* ft into the Fowm fhe'« frtttn 
Ruixlip, Middlesex), but I drdiik* 
the wheedling* 
some software. . 
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IT'S CRASHED 
AGAIN 

Dear Lloyd, 

Hello, it's me again! {You do 
remember me, don't you}? 
/ Groan — who could forget?) I 'm 
afraid I've got a bit of a gripe to 
make, but only sJightly at 
CRASH, so chin up h what? 

The subject of this complaint 
is the game Wriggler by Randy 
Robot, and you r review of it. The 
problem is that you neglected to 
mention what a pig it is to load, 
I've gone through two copies of 
the tape, sat there for I don't 
know how long, and got the 
game to load a grand total of two 
times. Now before you start 

going on about cleaning heads, 
lalL blah, blah, white spirit 
drone, drone, drone, once a 
week waffle, waffle, let me say 
that the tape deck I am using has 
never given problems before, it 
loads every tape in the collection 
first time across a wide range of 
volume settings. The problem 
seems to be that some wally at 
Amorous Android had the bright 
idea of getting it to load back- 
wards, as you can see when the 
title page loads (or tries to). First 
the attributes come up from 
bottom right to top left, followed 
by the pixel daca, again from 
bottom right to top left. If that 
leaves you confused, then that 
makes three of us — you, me 
and my Spectrum. Whoever it 
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was had this brainwave really 
ought to be shot. So please, next 
time a game is reviewed, please 
make sure to mention if you 
have problems loading it. 

By the way Lloyd, you really 
should learn to add up In your 
C reply to the poem last month 
(16), you said you couldn't give 
Alien 8 and Finders Keepers 
because you could only give 
away £1 2 worth of softwa re . 
Well I think you'll find that £9.95 
and £1 .99 only come to El 1 .94. 
Still, it's all right, Lloyd, we 
underhand, 

When is terminal Man coming 
back? Do you need any more 
reviewers? Will I do? Why is is 
Oliver Frey so good? Why is 
Angus Ryall so funny? Has he 
been sued yet? How did Miles 
Auckland do Bugaboo in 9 
seconds? How come Tower of 
despair and Twin Kingdom 
Valley were both at No 9 last 
month? Why does Robin Candy 
look like Zola Budd? Is that his 
name, or is it a speech defect? 
All this and more will be 
completely ignored in the next 
issue or. .. CRASH 11 
Jeremy Kimmons, Croydon, 
Surrey 

The versions we got of Wriggler 
were not turbo loaders, so they 
loaded fine for us bfah r blah, 
drone, waffle, waffle. What do 
you expect — poetry t talent and 
maths aii at the same timer The 
answers to your more serious 




points are; Don't know; no; 
definitely not; he tries hard; he 
tries too hard; no, but not for 
want of trying hard; that's what 
we're at! asking ourselves; 
haven't you heard of equal 
placing/; they're one and the 
same; is your surname 3 
misspelling? 
LM 



FISHY 

EXCLUSIVES 

Dear CRASH, 

What about these exctusives' 
that pop up now and again? I am 
referring to Deaf/? Star 
interceptor. Computer & Video 
Games proclaimed it as an 
exclusive review, but you did as 
wel I. Is there some fishy 
business going on, or what? 
Ian Nash, Win yates East 
Redd itch 

There often is something fishy 
going on, Ian, but it is the 
software houses that are often 
to blame. An *exc!usive' is 
supposed to be exactly that. 
Mags fike 'em for obvious 
reasons, and the battle to get 
them has hotted up, which lets 
some unscrupulous marketing 
people getaway with offering 
them alt over the place. As far as 
C&VG g:oes, they seem to say 
'exclusive' rather a lot, and 
sometimes they are even right! 
LM 



ME PLEASE! 




always got CRASH sin 
'my computer last 
ristmas. However, I don't 
ave a subscription and some- 
times someone gets the last 
issue on the shelf before I do. 

I have a Commodore- owning 
friend who got issue 1 of ZZAF! 
or> my advice. All in all it Seems 
quite good. But looking through 
it I noticed a page saying thai rf 
you got a year's subscription, 
you would receive sever at US 
Gold games of your choice such 
as Tapper, Spy hunter, Bruce Lee 
etc 

Why don't we get these mega- 
brilliant offers for our terrific 
rine? 

Als, Pe asmars h , E Sussex 

/ think I rather like aft this Dear 
Sir* stuff! / can 't promise, 
because at the urns of writing 
the details haven't been agreed 
yet, but there is a deal afoot for a 
1H subscription deaf 
fding some US Gold games 
~ the pages to see if it 
fn time for this issue, 
thanks for the drawing of a 
well known figure, Who was it 
by the w$y ? (only kidding, itwas 
obviously the painter Van " 
or was in Sinclair}? 
LM 





it W#S 



MORE 
GAMES 
THAN THE 
OIYMPICS 
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When you are looking for the hest games in town look no 
further than Software City. 

Even if you are just browsing we'll he happy to show you 

the selection of great games we have to offer. 

We stock software for Spectrum, Commodore 64, Atari, 

BBC Electron, Amstrad, MSX, Apple and IBM machines, 

or we will order if you cannot find the program on the 

shelf. 




THE UK'S NO.l SOFTWARE DEALER LIMITED 

3H2 Kings Road Chelsea SW3 01 352 9220 
14 Thames Street Kingston-on-Thames Surrey 01 541 4911 
47 Cheap Street Newbury Berkshire 0635 31696 



REDUNDANT 
COMPUTER 

Dear Lloyd, 

I thought you might be 

interested in the enclosed advert 

from the Portsmouth News. It 

seems to su m up what a lot of 

Spectrum owners think about 

theCBM641 

Peter Chessman, WaterlmviH* 
Hants 

/ realty shoufdn % Peter, but it did 
make everyone in the office 
laugh, so here 's the clipping . . . 



' 1 ml 



up. 





SOFTAtD 



Dear CRASH, 

I have discovered a problem. In 
reading May s issue I discovered 
a letter by Vina Kelly complaii 
ing about the price of Softie 

Vina said that the pric< 
supposed to be £2.39, bi 
price in WH Smith and other 
shops was £4.99. Are the shops 
making a profit or have Quick- 
silva put the price up to r< 
more money for charity, 

gut me in the clear, 
avid Varwood, Preston, Lanes 
PS Jn Ap r i I s edition p i n the 
ad verti sement for Softaid^ 
it tells you the included 
you wrote Kokotom W< 
instead of Kokotom Wflf . 

Who are you catting a fot 
you think I prepare ait the 
artwork for other people's #cf$?f 
Check out 'Merely Mangrarn 1 in 
that issue And you'll see I spelt it 
correctly The prats (sorry— 
publicity people) at Quick silva 
got it wrong, and made the 
original I mistake about the price. 
As far as I'm aware, the shops 
are the people making it 
out oi Softakt and €4S 
LM 

ON THE AIR 




Dear Lloyd, 

It's been a long time since I last 
wrote to you — you might 
remember, in issue 2 1 was 
asking about keyboards and 
TVs, and in issue4 about loading 
screens, and also in that letter I 
was the first person to suggest 
CRASH Binders (why didn't i get 
a free one because of this ) ? 

Anyway, since then I've shot 
to fame (well only in london). 
You probably know about 
London's Independent Radio 
Station, Capital Radio. Well on LJVf 




Capital, for the past 3 years 
there's been a young people's 
programme called XY2, readers 
in Manchester might recognise 
the presenter — Kelly Temple r 
as he used to work for Radio 
Halem. On XY2 1 used to do the 
computer part of the prog- 
ramme where i reviewed the 
latest games and compiled and 
read the computer news. Sadly 
XY2 isn't on the air any more, 
but there will be a new 
programme very soon I 

Since my last letter I've 
bought a Currah Microspeech 
unit which I have no complaints 
about. When I'm using the unit 
I i nes a ppea r o n the screen wh fc h 
I can'; t get rid of. Please tell me if 
it is possible to get rid of them, 
and why is it that some games 
will not work with the unit 
connected? 

Before I go, is there any 
interface available that will 
allow me to connect my Casio 
Mt-40 Electronic organ to the 
Spectrum? 

Karl Flaschke, Wembly, Midd* 

Hath Kerf, indeed, I remember 
you weli r Those were the 'good 
aid da y$ r when we were all 
crammed into one tiny office 
and before the fikes of 
Candy man and Beano Kidd 
arrived to steal my 1922 Hermes 
typewriter. I'm also very t am War 
with Capital (in fact CRASH 
advertised for a short while on 
Cep-it-ai} and although Radio 1 
is a suitable substitute, it isn't 
quite the same — something 
you miss a fter moving to the 
wilds of Shropshire. Let me 
know when the next series of 
XY2 starts f 

The Currah Microspeech unit 
does cause some picture inter- 
ference when in use f although it 
shouldn't be too serious. It's 
important that the TV be very 
finely tuned to the Spectrum and 
that you have then fine-tuned 
the unit itse/f using the tuner 
knob. If that doesn 't cure the 
lines, / suggest you get in touch 
with Wefwyn Electronics, the 
current manufacturers. As to 
your electronic organ, l m not 
famiiiar with this particular 
keyboard, but the Tech niche 
people tell me that as long as it 
has the standard Midi ports out 
you should be abie to connect 
up via Midi interface to your 
Spectrum, In fact Tech Niche writ 
be looking at music interfaces in 
a forthcoming issue, probably 
August. 



60 CRASH July 1985 




Programmable 
Joystick Intedact.ffctag 
the Spectrum -j^^Z 





I have *o fvff /ou ftat rMf 
rtpmse«tafJon of my fair 99** is 
quite inaccurate ^ fJh/s fifuy 
doesn't too* ** ifraifgh be frnow* 
ftuvy jftataj from a smoolhirig 
iron — pictures from PA UL 
ATKINSON vf Cmst*V, Uvfifjuwi 



DISGUSTED & 
INFURIATED 

Dear CRASH [Lloyd), _ 
I am DISGUSTED, INFURIATED 
and generally very, very angry at 
the amount of faulty software in 
shops these days, Surely 
software companies should 
check their games for faults, 
after all, we pay a lot of money 
for new games. 
Matthew Newman, 
Wrtittlesford, Cambridge 
PS. I recently sent Robin Candy 
instructions on how to finish 
Brian Stooge stage 1 r and how 
to get all 4 parts of the 'Seal' in 
TirNaNog, 

I was so angry when in the 
May issue of you r fa b magazi ne \ 
saw exactly the same info on 
both of the games by different 
people. Do those two people 
really exist or are you making 
the names up? The latter I think, 
because you couldn't think of a 
place to situate the imaginary 
character of S. Coulthrust. 



My dear Matthew, cairn down, 
or you W bust a phone or 
something. Believe me f none of 
us has the time to invent 
imaginary fetter writers of any 
sortf Robin receives an enor- 
mous beg of me it every day, out 
of which you could probably 
pick ten tetters saying much the 
same thing. Of course,, if no one 
wrote, we wovtdn 't get rhe 
information, but it is impossible 
to credit everyone with every- 
thing you know. Coulthrust esq*, 
might have forgotten to put his 
fuft address on {or Robin might 
have lost it), it does happen. 
Besides, to complete the 
imaginary person would be very 
easy— you've only to think of a 
town and a country and (here 
are thousands to pick from. 



Dear Sir 

Being new to the magazine I 
wonoer if you could tell me it in 
the past, a map of Jet Set Willy 
has ever been published? if it 
has how could I obtain th€ b 
copy that the map was in? 
Danny Williams, Basil'" 





Welcome to CRASH! H certainly 
has, Danny, in fact i think we 
were the first by a narrow 
margin, You can find it in CRA SH 
issue 5 (June 841 To order back 
numbers check out the ad in thts 
issue which has aft the details — 
ft also teffs you what other maps 
have appeared in CRASH. 

The next writer also has some 
Sfmilar questions.*. 
LM 



TELL ME THE 
ISSUES 

Dear CRASH, 

I was wondering if you had 
printed the maps to the follow- 
ing games in the past. If so r 
cou fd you tell me the num bers of 
the magazines so that I could 
send off for them. They are Ant 
Attack, AticAtac, Gift from the 
Gods, Hulk, Booty and Zig Zag. I 
started a map for Gift from the 
Gods, but every lime you reload 
i a game, the map changes, 
DR Snook, Benfleet, Essex 

In fact the only map we have 
printed of the above games is 
Atic Atac which you can find in 
issues € and ? (July and August 
84 f as it was in two parts, it was 
really after that time that maps 
seemed to become more 
I important 



Support* foystkka with two 
independent fire actions: 
Photon Blasters aod Neutron 
Bombs et the touch of you\ 
fingertips 

brteniiop port for comb Md 
USeoJ peripheral*. 



£19.95 



Compatible wilti all Alan-type 
joysticks including QuKScshol 
11 (without raptd fir* fldionl. 

Interlace operates joystick 
parallel to keyboard. Joysnch 
action compatible with any 
add ons including 
rritcrodflves- 

Selcct key functions any^me - 
even when the game it 
alroedy loaded. 




COMCONTWIN £22.95 

JOYSTICK INTERFACE irajk VATandPftP 

Two port tfersiun 

allows tonneclian ol fwq joystick* for 
sequential two playercamae using samekey potions 
jnon iride pendent I ) 



Dealer Enquiries 
Welcomes Phone 
Ludlow (05341 4894 



OUICKSHOT2+Z 

JOYSTICK 

modified 10 incorporate 
} independent fire actions 
end no rapid Preoption 

FUGHTLINK HOTSHOT 
JOYSTICK 

with two independent fire action* 

CURRAH U SPEECH UNIT 

fits into COMCOM extension slot 



£13.95 

.nd.VATandP&P 



£10.50 

incl VAT and P&F 

£21.95 

inea VATandMtP 



ALSO AVAILABLE FROM SELECTED RETAIL OUTLETS 



Send to. 



FREL LTD. 



I Hockey* Mill Tarwside, 
LiM*kw/5hropshir* SVB 1PD I 



Mr./Mrs /Miss 



Address; 



Postcode: 



Coda 



02 



03 



^4" 



06 



Hem 



ham Price 



Co mcon Interface 



ri9» 



Qiitduhot 2+2 Joystick 



Currih u Spwch Unrt 



£13-95 



£21.9$ 



Total £ 



nnmoon with Q »i^«hot 2-2 01.90 



Connt&n with Hotshot 



£28-45 



order made payable to Fref Lk) for 
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TERRIBLE DANGER 

Dear CRASH, 

I am writing this letter to warn 
you of the terrible danger you 
are risking. Having a look at my 
May issue of CRASH I feet you 
could be losing a lot of readers 
just due to certain aspects of 
your magazine. I would 
therefore like to offer some 
constructive criticism of your 
magazine 

1 . The discounting picture on 
the SIGNPOST pages. This is 
just violence for the sake of 
violence and does not add 
anything to your excellent 
magazine, I suggest a picture of 
the many other aspects of 
adventure that are not so 
horrific. The government tries to 
protect chifdren from seeing 
films that may deeply affect 
them mentally and yet they can 
pick up your magazine and look 
at pictures of carnage and 
gratuitous violence. STOP IT. 

2Th© price of CRASH has 
risen from 75p to 95p in a very 
short time As CRASH is sold out 
i n every shop in my area 2 days 
after it has been released J wilt 

Erobebly be right in assuming a 
ig profit is made as this is why 
you print your mag. Why do you 
not cut out some unnecessary 
extras in your mag such as 
Robin Candy and be the first 
computer magazine to cut its 
price? 

3. More gore? Your HALL OF 
SLIME with its heads in various 
poses of degradation is just not 
funny, more embarassing. 

( hope you can take heed of 
these points and I'm sure your 
brill mag will have a very 
successnjl life, 

Jeremy Connor, Wallsend, Tyrw 
8t Wear 

Sony, but this is going to be a bit 
long I A nswering the points as 
they come; f) a number of 
things come to mind, one being 
the continual arguments over 
the violence of TV series tike Dr 
Who — at! very inconclusive. 
Another is that f remember, as a 
child, looking at numerous 
comics and Boys Papers' that 
frequently contained 'horrific' 
drawings, and while they 
frightened me, they also thrilled, 
which is a lot of the point. I don't 
know what other aspects of 
adventure games you are 
referring to, but I can 't see many 
CRASH readers being thrilled by 
seeing romantic pictures of 
Princesses safely rescued, 
besides which, most adventure 
games themselves rely on the 
thrill of sudden death — 
avoiding it is the excitement 

2) You say the price has risen 
in a very short time, yet looking 
back, issues 7 to 7 were at 7Sp, 
issues 8 to 15were85p 
(excluding the Christmas 
Special/, so in effect CRASH has 
goneup20pin 16 months^ . 
a/most a year and a half, if you 
look at similar titles, you will see 
that they have done just the 
same if not more so. What you 
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are failing ro see in your 
'assumption ' is that the more 
copies that sett, the more we 
have to print, so the cost of print- 
ing rises as well. In fact, as I'm 
sure I've said before, no mag- 
azine makes any profit 
whatsoever from selling 
magazines since the money 
returned from distributing them 
only covers the cost of panting 

— there's still the production 
costs and salaries to pay as well 
as office overheads, only with 
the addition of advertising 
revenue rs any profit made. As a 
matter of fact, the directors and 
original founders of CRASH 
barely received any real salaries 
for the first year of its existence 

— there is some truth behind the 
jokes after all. As for cutting 
Robin Candy, well I expect lots 
of readers wilt have things to say 
on that subject, and if you do 
your maths, you will realise that 
the saving made on cutting him 
would lessen the cost of a copy 
of CRA SH by about 0. QQQGO ? % . 

There's another point here (at 
the risk of being boring), 
magazines cost money to 
distribute through the chain — 
it's done by distributor, 
wholesaler and retailer each 
taking a percentage of the cover 
price two receive 42, 75p of the 
current 95p per copy sold in 
fact}; if a high volume mag like 
CRASH was, say, only 60p 
instead of95p like most of its 
competitors, then the 
distribution chain would be 
doing as much work on it for 
their cut and receiving less 
money for it than they would on 
a mag with a higher price and 
therefore a larger amount of 
money. The result would he that 
they would refuse to distribute 
CRASH. Would you want that? 
You might turn round now and 
reply, 'you're spouting these 
figures but hiding the truth that 
you make vast profits anyway. ' 
All lean say to that, is that 
CRA SH abo ve any other 
magazine, has tried to involve its 
readership in things that are not 





normally mentioned in 
magazines (and don't have a lot 
to do with computer games 
either) like pro fit margins, 
printing costs etc It's up to you 
to believe me or not 

3) Your last point relates very 
much to the first The HALL OF 
SLIME is a 4 fun' element, 
enjoyed by loads of readers as 
the mail bag testifies. I don't 
expect everyone to enjoy it, and 



if anyone finds it degrading, a) 
they won't send in photographs 
of themselves to be mutilated, 
and b) it is quite possible to skip 
the /Mjje, just as you can turn off 

However, ft would be nice to 
see whether CRASH readers 
generally agree or disagree with 
your vtews t Jeremy, so let's hear 
from you. 




KEVIN OOJWFGA* V jrfM for 
r Lit from Bra Y , Co Wicklo Wj 




[YPEfl SPORTS 



lOonami 



Be only at your peak as 
you enter the HYPER 
SPORTS stadium to compete in six NEW 
exhausting events in this state of the art 

simulation - the officially 



=Jf endorsed version of the 
No.1 arcade game. 



Continuing the challenge 
where T rack and Field' left off. 

Imagine Software Is available from:WOCUmmm WHSM1TH /iflBRBWI. 'JB£&\ LASM5,Rumb*lows, Ot>*f« F Spectrum Shops and alt good dealer 




The mveiope that gave the post 
office much jut ey&ache from 
programmer PAUL 
HUTCHimOnt, hinctudms somm 
characters from the forthcoming 
oatnm THE CO VENANT {Xavinr It J . 
Ptty I can't ft m colour* than 
you too could suffer! 



THE 

PROGRAMMER 
STRIKES BACK 

Dear LJoyd, 

I have just finished Xaviorll 
which, in fact, will be called The 
Covenant. I am unsure of the 
release date, but a month or so 
would be likely. 

I have just started full time at 
PS 5, and I'm well chuffed with 
my first job, having failed my 
second year at University (BSC 
Hons. Computer Engineering}. 

My first task was to design a 
suitable detailed loader for 
Swords and Sorcery, M ike 
Simpson decided a scroH would 
be nice for the text window 
(similar to Dragontorc, but with 
'bright' used to add depth). The 
character set I designed for 
Xavrorffis also to be used in 
Swords, as is the- sound routine 
(slightly modified \. I have now 
started on writing a 'monster 
editor' for Swords in order to 
polish up the characters. Mike is 
close to finishing, whether he 
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does or not this month remains 
to be seen. 

Well ( , . . oops . . . Candyitis?) I 
guess you've spotted the 
decorative envelope. Eight of 
th e cha racte rs i n Xs vior fi a re 
pictured (cartoon style) out of 
the 64. 1 used to do similar 
en veiopeSp as a sort of hobby, 
and send them to a Pirate radio 
DJ {several years ago) in order 
to get a mention on ai r. Anyway, 
I hope they have brightened up 
your mail bag. 

What do you mean . . . 
'pretend to be real readers." I am, 
honest ! And I'm not writing for 
free advertising. I am genuinely 
being friendly and just writing 
with that in mind. After all, 
CRASH has been pretty good to 
me and I get good service mail 
order- wise. If you really think I'm 
just trying to plug my game, 
please don't print anything 
about it that I reveal in a letter. 

Anyway, all the best to 
everyone at CRASH and keep up 
the good work. 
Paul Hutchi nson r Coventry, 
Warwickshire 

. . . and after that quick word 
from our sponsor, it's back to the 
fetters . . . 

Sorry Paut, on fy taking & pinch 
ofmicnael f realty — honest! The 
envelope certain fy brightened 
up the mail bag and gave the 
local post office a headache, it 



was realty bright! it's nice to 
know that Swor ds end Sorcery 
is sti/fon the way e and good fuck 
with Xavior II {that's the name o f 
the game, fotks, don 't miss it) f 
LM 



you sim pry in it for the money? 
Orson Wa iK London SW8 



UPSET BY ZZAP! 

Dear Lloyd [what a weird name), 
I am writing to you on the 
! subject of ZZAP f 64 which has 
just been released and was 
originally cooked up by certain 
members of CRASH to bring in a 
bit more money — I'm surprised 
you weren't one of them. 

I bought ZZAP 164 tor my 
friend Angus who lives abroad 
and I thought rd take a quick 
look to see if it wbs as good as 
CRASH 1 was disgusted to read 
in the first few pages 'The 
Worid 's G reatest Home 
Computer' — apart from this not 
being true, have you lost all faith 
in The Spectrum, after air you're 
meant to be on our side. Roger {I 
jw&nt more money) Ke&n Franco 
and Oliver Frey were the other 
two offenders — 6 of the best is 
deserved by three of you 

The more 1 read ZZAP! 64, the 
more steamed up I got. I lelt real 
anguish at some of the remarks 
made about theSpectrum which 
was being slagged off alt 
through the magazine* Whose 
I s ide a re you o n anyway — or are 



Magazines are funny beasts 
becBtfse the writing teams (trke 
computer owners} get rather 
worked up about their 
machines. The CSM64 is the 
biggest setting computer 
fwortdwidel so perhaps their is 
some justification for the offend- 
ing phrase — besides, if you saw 
the same about the Spectrum in 
CRASH woufd you be upset? 
ZZAP!&4 wasn t started t& rake 
rnore money in fin fact you 
woutd be hortrfiedif you knew 
how much it costs, certainty 
some £80, 000 before a singte 
penny comes back in several 
months time}. I thought the tone 
of that first tssue, a§ far as the 
Spectrum is concerned, was 
ptvtty cfreadfui and f think if took : 
at the second and third issues, 
you will ftnd that it h$s been 
toned down. In CRASH we have 
always compared tike games 
between the two machines, 
sometimes to the CBMftfs 
favour, sometimes nor, but we 
have never slagged it o ff grat- 
uitously My attitude (for what 
it's humbly worth) is that 
computer owners should be get- 
ting fun out of their machmes 
whatever they are and not get 
worked up over slanging 
matches which tead nowhere. 
LM 



^Seconds out! ! ! Round one and Slugger Sam j 
comes out swinging, looking for that killer 
punch, but the Italian Stallion is ducking 
and weaving like a ballerina and there it is, 
the famous "joystick Shuffle," Slugger hits 
the canvas 123456789 and out. 
The Stallion wins and can now go on to 
challenge for the heavyweight title of the 
world. Better than a ringside seat be there 
in the ring swapping punches but never 
feeling a thing. Box clever with 

KNOCKOUT the fight game of 
jhe century^*-^- - 




ttPE YOU THE mCROWEIOHT CHAMPION OF BRITAIN? 



£ H 

AHigata Software Limited 




1 O range Street, Sheffield £1 40W 
TeI;(07«)75S7« 



Send Eor your free full colour product brochure (enclose a stamp) 




IMAGINE WHAT? 



Ld£l W- 



Imagine has pa 



company has takes 
to this turn, or is 
making acometec 
Edward Hut, Leedi 



iu ve o 
g CRAt 



*e? right 
it 



liquidator* some months hack 

putting Baseball in with oftf 
Imagine games* because 
although the game was partly 

collapsed. Ocean's Imagine has 
nothing out th&oame in 
Common with the otd imagine 
LM 



ANOTHER ODE 

Robin Candy tells me Vm not to 
print another poem in the 
Forum, because he hates them 
(gesture of thumbing nose 
follows} > + . 

In composing this little poetic 
ditty 

I felt I'd have to make it witty 
To satisfy the need for mail. 
And to help you pay Lloyd 
Man gram s bail 
(He hired a computer; never 
paid the rental, 

The defence claimed Lloyd was 
mental 

But the judge showed no mercy 
for this wicked crime, 
Arsd sentenced Lloyd to the Hall 
of Slime) 

And after all, ifsyou who say r 
Send us letters! Don't delay f 
So down I sat and began to 
write. 

This poem for CRASH on this 

dark night; 

When witches fly end 

werewolves howf 

And Robin Candy goes on the 

Crowl 
ooking for pokes and games to 
hack 

Without these things he'd get 
the sack? 

Now listen here young Roger 
Kean 

You're a walfy and loo mean I 
Why not give some more space 
To that Adventure guy with the 
funny face, 

With his adventure column, a 
rea I booster 

To a dull bciing day r thanks Mr 
Srewster. 

More of that hippy Angus Ryalt 
His taste in clothes is really vite 
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He should be in the loony bin, 
All he does is drink neat gin. 
And I want to know, who's Ben 
Stone? 

A secret agent; identity 
unknown, 

A Russian spy with a deadly 
crime, 

Sack him now, while there's still 
time! 

To finish off I'd like to praise, 
Your magazine (give Brewster a 
raise) 

It's the best magazine around, 
I d pay anything for CRASH, 
even twelve pound! (hint) 
Stephen Nolan, Walton, 
Liverpool 

/ can t reply in rhyme, 
It takes too much of my time. 
Otherwise t*d spend all day 
Writing postry and losing pay. 
Perhaps Robin Q*ndy was right 

I should ban alt poems on sight 

Eat your heart out Coleridge 
LM 








Soma htias ftxtm MA&TIH 
BUTCHER, AfirfwW, WYork*. 








That* the lot for this month as 
BUG BOX has to have some 
room. I'm disappointed that no 
one has written to me yet via 
Mtcranet, byt perhaps that's 
because last month s issue isn't 
even on sale yet as I write. 
Address for the letters is CRASH 
FORUM, (LLOYD MA NGRAM), 
POBOX 10, LUDLOW, 
SHROPSHIRE 5VB1DB 



PltaSe note that dun to the amount of tatters that arriv* (or the Forum mid Pliying Tips, rt i& 
simply riot possible to rntor into personal nr»d private correspondence. We hope you 
understand th« r and would rather make th« pcini this way lh*n h 4 ved4&apminl#<!r V *d«ni 
waiting for replies thai may ftftvcfcome Thanh yOu 



4X'- 
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\ 

\ 



Battle your way to three enemy bases. 
Do you have the courage, stamina 
and skill to become a Game Lord? 

From 




The most powerful games in the Universe! 



Available from all good software shops. 



In case of difficulty write to: 

QUICKS I LVA Ltd. Liberty House, 222 Regent Street, London W1R 7DB tel: 01 439 0666 
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POCKETJVJJ 



Three lucky CRASH readers wiH win a Flat Screen 
Pocket TV in this competition, sponsored by Sinclair 
Research. 



Soon you could be the envy of your friends, able to 
'watch a little TV anywhere" as they say — 

We've sorted out ten questions on the history of Sir 
Clive, his companies and products — and the answers 
can all be found by looking through Parts One, Two 
and Three of The Sinclair Story which began life in the 
April issue of CRASH. 



Rack your brains, pore over the articles, answer the 
questions and send in your entries to TELLY COMP, 
PO BOX 10, LUDLOW, SHROPSHIRE. SYS 1DB to arrive 
not later than first post on 25th July. First three all 
correct solutions out of the hat will win their very own 
little television set: Get cracking 



petition 
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SINCLAIR IN 
TROUBLE? 

Shock, horror probe, drama, 

crista.. . 

In the last few weeks the papers 
have been full of tales of Sinclair 
woe. How the corn pan y is in 
trouble over a fifteen million 
pound overdraft, how the bot- 
tom is falling out of the home 
computer market and how the 
people ma k i n g the C5 h a ve gone 
Back to assembling washing 
machines. 

The Sun has to win the spot 
prize for grossest incompet- 
ence r for describing the C5 as an 
'open topped, battery-powered 
four wheeled under a banner 
headline of 'SINCLAIR TRIES TO 
SELL OFF C5 TRIKE\ Well done 
lads, keep on taking the photos 
of naked ladies. lt J s what you're 

good at 

The official line from Sinclair, 
reported in the Financial Times, 
was that the company was aim- 
ing to raise DO to £15 million to 
fund long-term growth and re- 
structuring plans'. 

It's clear that Sinclair 
Research is experiencing some 
financial difficulties. £30 million 

Eounds worth pf stocks are 
eing held, and Thorn EMI and 
Timex have extended credit to 
Sinclair to aid cash flow prob- 
lems, Two and half million 
pounds have been written off by 
Sinclair Research as a result of 
the price cuts made after 
Christmas in combination with 
returns, and a further million 
pound loss was incurred by the 
demise of Prism - which appar- 
ently caused such major prob- 
lems to the company, that Sin- 
clair is still trying to workout 
quite what went where. 

Ten percent of Sinclair 
Research was sold to share- 
holders a couple of years ago for 
13.5 million, and even the most 
mathematically untalented 
could work out that the share 
sale valued the whole company 
at f 135 million. Recently a report 
in The Guardian placed a value 
of £20 million on the whole 
company. 

Problems with the QL can't 
have helped the predicament 
that the City now feelsSinclair is 
I in. It seems that components for 
50 r 000QL J s we re ordered before 
prototyping, and somewhere in 
the vaults of Sinclair Research 
there are presumably 50,000 




Sir Clive Sinclair 



little batteries that were once 
intended to provide back-up to 
the internal QL clack. And there 
are probably quite a few 128K 
chips going spa re for similar 
reasons, which may have 
p ro m pted recent specu I at i o n 
about a 128K Spectrum. 

Not so daft, really, given that 
Sinclair Research may wel l have 
a significant quantity of suitable 
silicon lying around. 128Kof 
paged RAM wouldn't require a 
vast investment in time or 
money: the TMS2068 had 
paging ROM and RAM can be 
paged in the same way. And 
remember, Interface 1 pages the 
ROM.,.. 

Admittedly, the Spectrum 
BASIC interpreter uses 16 bit 
pointers, which means the max- 
imum amount of BAM that can 
be addressed in BASIC isS4K r 
but such problems could be 
avoided in machine code. 

Word has also reached us of 
the LC-3, the ZX84 that never 
was' Apparently the LC-3 was 
an abandoned Sinclair proto- 
type which ran on the 280 proc- 
essor, like the Spectrum, and 
had a QDOS ROM, which meant 
thatQL software could be com- 
piled down to run on it as al l the 
system calls were the same. 
With a built-in, double mapped 
screen {which meant that 1 byte, 
rather than the Spectrum's 8, is 
needed to display a character), 
and a microd rive the LC-3 could 
have, and who knows, could 
well still catch on. 

And one shouldn't forget that 



l the Pocket TV is out and about— 
over 1,000 independent dealers 
have taken it on r and Dixons are 
currently doing a whizzo deal, 
packaging a Pocket TV, 
Spectru m Plus and 6 ga m es r a nd 
ZX Printer, Yes ZX Printer ... all 
that lot for £199.00 

Meanwhile the rumours are 
still flying : is Sir C live trying to 
raise cash by selling Sinclair 
Vehicles? Wil l he raise £1 5 
million from the City, which is 

Bopulated by 'sheep' as one 
igh powered accountant 
recently put it 'who follow each 
other blindly, even if it means 
pushing someone over a cliff? 
1 Speculation is, as usual, rife, but 
the official Sinclair line as we 
write is that Sir Give is not about 
to Step down, and is looking to 
raise money for further develop- 
ment work, 

AM, no doubt will be revealed 
shortly in the continuing saga of 
manic panic in the micro- 
computer industry — 



NOT SO MUCH A 
SHORTAGE,.. 
MORE A RACE? 

A mole gets in touch, muttering 
darkly about there only being 
two machines in the whole 
world capable of making blank 
mic rod r i ve ca rtrid ges. Tn e conv- 
ersation continues, and we are 
told that when the order was 
given by some financial wizard 
to cut back on QL production at 
Chateau Sinclair; the micro drive 
cartridge manufacture was also 
cut back, demonstrating a slight 
lack of understanding, given 
that the price had just been cut 
drastically 

Was our mole accurate? We 
rang Terry Blood Distribution, 
announcing that we were from 
CRASH and learn that no. there 
isn't realiy a shortage. 'We've 



sold 5184 packs today,, and still 
have 212 in stock, and we've 
currently got 1 1 1 of the 
100-packs for software houses 
. i . they do tend to come in and 
go out very quickly, and some 
people are being greedy. If we 
receive a cheque with an order, 
once the cheque's cashed we 
have an obligation to fill it as 
quickly as possible, but no, 
there's not a shortage. They just 
come in and go out quickly . 
Thank you very much we say. 
and have a little chat about life, 
the universe and CRASH before 
ending the conversation. 

Being trained in the art of 
investigative journalistic 

?ractices J we then telephone 
BD again, this time asking for 
'Sales and enquiring about the 
availability of microd rive 
cartridges from the point of view 
of a customer. The lady {this 
time) explains that they have got 
the cartridges in stock today, but 
the chances are that the 
remaining 4-peckswill have 
gone within 2A hours. 'They're 
difficult to get hold of/ she says, 
J I f y ou place a n order, we r 1 1 put it 
on hold and you might have to 
wait up to two and a half weeks', 
Hmmm, 

A similar r phone call to 
Lightning elicits the information 
that they only sell the single 
cartridges, and that they do have 
stocks at present, 'If you want to 
place an order I'd do it very 

3uickly r , the lady says, 'people 
o order hundreds at a time 1 . 
Double Hmmm. 

But then there has been a 
heavy demand, occasioned 
partly by the price reduction and 
by the need for microdrive 
cartridges for the OL application 

E>ackages produced in 
an g u ages ot he r than E n 53 1 i sh for 
the export market. Spanish, for 
instance . . and translations for 
ten olhor languages are well 
underway. So. one supposes, 
our mole was sort of right. 



ZX Microdrive Cartridges 
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SCREEN SHUFFLE 

Oops time again. For reasons 
which will no doubt remain a 
mystery, unsolved for eons. Art 
went and plonked a loading 
screen drawn up by a chap 
called Graham Lucas in the On 
The Cover feature in issue 17, 
This wouldn't in itself have 
caused too much of a problem r 
except the feature was on David 
Thorpe. 

For another unaccountable 
reason, the overworked and 
underpaid relatives of Lloyd 
Mangrarn who have to do our 
colour separations made a little 



LICENCE 
GAZUMPING 

The battle for grabbing licences 
to produce games is hotting up r 
the latest rou nd of dea Is with 
Spanish software house 
Dinamic having caused 
considerable confusion 
between Gremlin Graphics and 
Silversoft/CRL. As Lloyd 
Mangrarn reports in 'Merely 
. . . \ both companies are 

f banning to release games 
icenced from Dinamic, but what 
he doesn't say is that Silversoft 
thought they had an agreement 
with the Spaniards to release 
not only Saimazoom and Baba 
Liba but also Rocky and 
Profanation. An agreement was 
thought to have been reached 
only a matter of days before ten 
Stewart of Gremlin Graphics 
announced that he had 
effectively 'gazumped' 
Silversoft on the tatter two 
games. Ian Eilery r Software 
Development Manager for the 
CRL Group which is af Filiated' to 
Silversoft. said that he was 
disappointed in the turnabout 
and surprised, since they had 
had a long association with 
Dinamic. 

With competition becoming 
so ferocious, running a software 
house begins to look more like 
an arcade game every day . . . 
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boo-boo too, and got the colours 
on that particular loading screen 
picture out of kilter. 

To put the record straight, 
Graham Lucas is starting up as a 
loading screen designer on the 
Spectrum and a jolly nice job he 
does too, judging by his 
rendition of the cover of CRASH 
issue numero una. Anyone who 
wants to contact him to offer 
work, encouragement or Rolls 
Royces may do so on Plymouth 
■93121. 

Sorry Graham, Sorry David. 



r#wo of 

SMASHERS! 

Slaving away over hot Spectrum 
keyboards, many miles away 
from Ludlow, is a trio of 
programmers Ian Morrison, 
David Anderson and Robin Muir 
have between them achieved no 
less than three consecutive 
CRASH SMASHES, with their 
conversions for the US Gold/ 
Imagine labels, 

First off, their conversion of 
Raid Over Moscow fo r t he 
Spectrum was a Smash. Then 
followed World Series Baseball, 
and last but by no means [east, 
Tapper, 

Unfortunately, we credited 
Robin Muir and fan Robinson as 
the programmers on World 
Senes, which was a bit unfair as 
while Robin did the the music, 
David Anderson and Ian 
Morrison were really the main 
men behind the programming. 

Now we learn that up in the 
Highlands all the avid CRASH 
readers won't believe Ian 
Anderson when he tells them 
that we made a mistake. Well 
folks, this bunch of sassenschs 
did slip up on the credits and 
we're sorry. 

And th^y sound like a bunch of 
interesting fellows — I mean, 
three CRASH Smashes on the 
trot, that's got to be a first. 
Maybe weTl get to interview 
them next issue. . . . 



Software Editor JEREMY SPENCER is turned 
from an adventure game novice into an 
iconoclastic super spy by 



TH 



CRASH is the first proper magazine to get a look at the completed 
version of the new epic adventure The Fourth Protocol. For the 
purposes of this article I am not reviewing the game, that's down to 
Derek Brewster next month. All I want to do is explain the plot and 
the use it makes of icons. 



Icons are a far better form of 
man-machine interface than is 
generally found with role play- 
ing games simply because the 
gameplay becomes so much 
easier and offers a wider appeal 
than the more usual adventure 
text input. 

The game is based on Fred- 
erick Forsythe J s book of the 
same name which details the 
exploits of MI5 agent John 
Preston. Preston's task is to foil 
Russian agents from carrying 
out Plan Aurora. The fiendish 
Russkies have cooked up a 
scheme that is in contravention 
of one of the four secret proto- 
cols appended to the Nuclear 
Non-proliferation Treaty of 
1963. The fourth of these proto- 
cols was an agreement between 
the USSR, USA and UK that 
none would introduce a nuclear 
device by covert means into the 
territory of any other nation 
Having behaved themselves for 
nearly twenty years the Russ 
ians are now prepared to escal- 
ate the current tepid war 
because they feel plan Aurora 
would bring about the fall of the 
NATO alliance. 

The plan is simple,, horribly so, 
Smuggle a nuclear device into 
Britain closeto a USAF baseand 
set it to go off a week or so prior 
to a general election; then use 
lavish disinformation tech- 
niques to persuade the popul- 
ation that the ensuing destruct- 
ion was the fault of our 
American allies and their reck- 
less behaviour, The suffering 
and shock caused by the devast- 
ation would move the public to 
such a degree that a left wing 
anti-nuclear anti-American 
govern merit would be elected. 
As a result, the NATO alliance 
would collapse and the Russians 
would be free to shop at Marks 
and Spencers en masse. 

The game is divided into three 
parts; Nato Documents, The 
Bomb and The SAS Assault. As a 
code is demanded to start the 
second and third stages, the 
games must be played in correct 
order. The first two games allow 
the player to input information 
using icons. The main display 
looks rather like those smart 
office Macintoshes, each com- 
mand being represented by a 
sensible picture, simply select 
the appropriate picture and that 
command is invoked. For 
example, the use of the phone 
icon; when the hand is moved to 
the phone a sub menu appears 
that in turn displays three more 
icons. The first allows v°" t° 
pick up end answer it f the sec- 
ond lets you make a calf (type in 
the phone numberh and the 



third returns you to the main 
display, All the other icons work 
in the same way^ 

The sub icons allows for great 
flexibility and ease of use — all 
told it T s a lot better and more fun 
than typing in instructions. 



THE NATO DOCUMENTS 

These papers are very secret 
and it is clear they had been in 
the possession of an unauth- 
orised person, Preston must find 
out how these papers where 
leaked and to whom, followed 
by a quick J why?' The scene is 
Preston's office and the icons 
deal with the input and sorting 
of information. The Cencom 
icon offers access to your files 
(throughout the game you will 
be storing information for coll- 
ation at a later time and this is 
where you do it). 

The Assessment icon gives 
you an idea of your progress, it 
telfs you how much of the first 
stage you have solved and what 
the MI5 bigwigs think of your 
performance. If you make a hiid 
decision then ypur rating will 
plummet but you may lie able to 
backtrack and make good again. 
Using Surveillance you can 
assign 'watchers' to targets, 
these snoopers providing val- 
uable information all of which 
will be brought to your attention 
vfa the Sit reps icon, The 
Calendar icon lets you know 
how much time has passed. The 
Telephone icon is pretty neat — 
answer it before the caller rings 
off otherwise you will never 
know what you have missed. 
Utilities takes you to the game 
save feature. 

The information gleaned from 
these different sources provides 
you with the means to solve 
your first problem and thus pro- 
gress to the next stage. 

THE. BOMB 

By now you are on the trail of the 
bomb. You have an idea about 
the plot and even who could be 
responsible. The gameplay is 
similar to the first except 
Preston is mostly out of his 
off ice which requires additional 
icons for movement orders and 
,i Manipulate icon for search, 
examine and use objects. The 
Communicate icon aflows you 
to talk to others, via the phone if 
need be. 

SAS ASSAULT 

This is the final part. At this stage 
you have discovered the bomb's 
location. Using the information 
gleaned from the two previous 
game you must work out how to 
use your SAS force to get rid of 
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the KGB agents and defuse the 
device. One of the most import- 
ant elements here, apart from 
disenabling the bomb, is act- 
ually getting to it. You must 
select the the best men for par- 
ticular tasks and then arm them 



with the appropriate weapons. 
This istheonly part of the trilogy 
that requires word input but at 
least all of the accepted comm- 
ands can be viewed when 
required. 
The earlier games allow fair 



thinking time, unlike the third 
part where you find the pressure 
tough — spend too much time in 
deep contemplation and failure 
is inevitable, Throughout there 
are sub-plots within the main 
plot and these can lead you 



ckwrk that 



away from the solution but if 
you keep an eye on your rating 
you shouid he able To tell when 
you hav€ made a massive 
blunder. 

fn the meantime, Derek, good 
luck — we're counting on you ! 
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WHAT A WONDERFULLY 



LLIES YOU ARE! 




The Wally Fan Club competition 
attracted a veritable crop of 
entries— a massive cardboard 
box full of your Wally Club 
Starter Packs has been half- 
fi Hi trig the tea room for the past 
couple of weeks, and we Ve had 
an awful job deciding who 
should win the signed jigsaw 
puzzle. 

Aided and abetted by the fear- 
less Art room Aide, Gordon, 
we've finally come up with a list 
Of thirty worthy winners, all of 
whom will pick up a copy of 
Everyone's a Watty, 

Outright winner had to be 
David Ball, who sent in a 
package which included a 
special hand-painted Wally 
T-shirt, Wally wrist bands, 
membership card and wallet, a 
copy of Paul Manning's book 
How to tie & Walty together with 
issue one of the dub newsletter 
and a walty -goodie price- fist. 
David will soon be p i eci ng 
togethe r the on ly Wal ly j igsaw i n 
the world I 

Honourable mention goes to 
Daniel Watkins, whose Wally 
News was beautifully designed 
and presented, and included a 
Frtqhtful Fashion column, 
Witma's Cookery Corner which 
had a recipe for a Wally Cake 
which contains 5oz of Garlic, 
and The Heavy Hippie Hotline. A 
master of the felt pen, this man. 

And Thomas Lennon s pack 
also deserves special mention, 
containing a Tom safety pin and 
special Wally Appreciation Club 
handkerchief, comers for the 
knotting of and head for the 
wearing on, . . . 

The Lennon Wally Pack also 
contained a newsletter and a 
poster for a new Wally game 
(wonder if Mikro-Gen know 
about it yet Hand was ve ry 
neatty put together indeed. 

In a fit of u nt ramme 1 1 ed 
generosity, Dash Ed has decided 
to chuck a CRASH Sweatshirt to 
these top three winners as well P 
and no doubt they'll receive a 
goodie or two from Mikro-Gen. 

Also in the Spot Prize Wally bi Ha 
stakes are Stephen Graham of 
Carlisle for his 'Keep Britain 
Wally' club logo, Billy Sloan for 
his 'Stronger than a Stagnant 
pond' Waffy poster, I McAutiffe 
of Harpenden for a 'Wally Needs 
You' poster which owed a little 
to the classic Kitchener 'Your 
Country Needs You' poster, 
David Tyler for the idea of 
having Wafly dart flights — 
totally original this one, as was 
Robert Corradi's Tom 'ats, fn a 
tasteful blue with rainbow 
mohican on the crown. Darren 
Brooker s entry was rather like n 
concept folder for an advertising 
agency — very neatfy executed" 
as was Alan McNampras pack. 
Mystery prizettesantheirwayto 
you soon chaps, courtesy of 
Mikro-Gen. 
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Y TALENTED BUNCH OF j 




After Much Thought and deep judging, we 
can now release the results of the Wally Week 
Fan Club Competition 




A full list of the winners of the 
game appears on the results 
page, so if you haven't read you 
name here, don't despair yet I (t 
was a lot of fun judging the 
competition, and we were 
amazed at the quality of the 
entries. But enough of the Blue 
Peter drivel . , . see for 
yourselves! 



The only fully automatic and professional utility 
foi transferring S pact rum programs I torn : 

©£"/BiOG€ id CARTRlWSfc v ® TAPE to CAftTHJDOE «r 

tMBC to DISC <* WAFER to WAFER V W$C Of WAfEfi 
© TAPE to TAP£ ® GAP TftlEKi£ to Iape 




An ingenious piece ol software. 

Features * » ■ ■ * Perforrnarrce* 
"A vaJuabLe utility tor rnicrodrlvB usars " si*diii Uwr 
"HH1HLY R£C0 M ME N DEO" pch 



rrtWl Pan® rvuifc l,|l! v lukjmfllic ,*|, pUU SIAftl/SIQP |fcj 
mnildra. MiDrfi4*n ithic*1«. r« tfwtvrcf H MpA 10 RUN hIj-u h^sir, 1 
l|irb<H*flll«r*es.^ uslii kirey (uicludlnij 4ft K'i urii's hIc 

fhr lieit Do^ilrlr success, rj|i«, thr rntir^t 4 t«t«t ifl u%r 



Wriggler 




A (idvhIiv Riajc ^nzaJt ganm. Superb graphics and action 
All ejclBitsivs map, nvm 350 For aligns, tu-1 at tenures and 
as yee New lunny. ikddtrtive,* 




A WINNER.' Fc^eskir 
rid> B ' "AStarGame. 1 PCN 



COMPLETE MUSIC SYSTEM 
FOR THE ZX SPECTRUM 

"A vary profeflflicm^l place of [FGgrBJDmLr^. B4ffy U?uw. vxxUbkL 
kwi JHWtGULxm, wrap trapjifig 4nJ tustpfa I pran^Ra: fx L*^wi^ 
^jflrefFirty user Ircncty lets- yrju get started wrlrwi rriridei," Cmh 
*1Yb noUiiDQ hu to "be asen to t» trtiurraT 
Tulfl m*rty expense profesaMuiJ Byitmna to eMnpv vbu spcm* 
T«^Mi«n^rii)TliLiteidminif F WMMKHr Xifci lut'lfe Lrtm 
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or debit my 



PJ****,"?J3 ^51 fPL***!!": ~ I^dejsngujfies welcome^ i^'L w i r L e l ^mally by return . 

I enclose a cheque/PO for £ <Eu 2f?" SjfeJ Ptease send me (tick as applicable) WRIGGLER 

MUSIC TYPEWRITER E 9.95 □ 



No 



- — i — 



Name Card expiry... 

Address 



J 1 ■ I i ■ ■ 



TRANS-EXPRESS: 
all parts on tape 



Signature, 



MT Supplement 
part ©only 
£9.95 □ or cartridge 
on tape £ 7.50 n or flotronics wafer 
Updates Of TRANS EXPRESS or MUStC TYPEWRITER E 3.50 □ 
TffANS- EXPRESS upgrades from tape to cartridge E 6.95 □ 



E 5.95 □ 
£4,95 Q 
E 5 50 □ 
E 14.95 □ 
E 12.95 □ 



77 Dyne Road London NW6 70R 



iSl 24 hfs orders 01-625 9463 ^ff |cFT| 
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CRASH 



AT LAST! BACK BY 
POPULAR 
ACCLAIM! THE 
MONTHLY CRASH 
QUIZ 



A Day in the Life 
of A Newsagent 

Popping into the local paper 
shop for a packet of Granny 
G ru nge s fa mous Lu d low 
Riverwater Pastilles, we 
were shocked to find that the 
staff were having a tough 
time, 

Being a newsagent and a 
CRASH Competitions Editor 
are remarkably similar — 
expected to get up at five in 
the morning to start work, 
long hours for littie pay, 
nothing but rudeness all day, 
... I had to sympathise with 
the staff selling copies of 
CRASH and 2&P! They 
were being trampled under- 
foot by you lot! 

A suitable subject for a 
Spot the Difference CRASH 
Quiz, I thought as I stumped 
back to the office choking 
over a Granny Grunge .... so 
here you are: 



Spot the differences, and 
pop your entry into an 
envelope marked CRASH 
QUIZ toPOBOXTO, 
LUDLOW, SHROPSHIRE, 
SY8 1DB to arrive by 25th 
July . First three correct 
entries out of the bag win 
Spectrum software of their 
choice up to the value of £25 
and a CRASH T-shirt (Mega 
Brill and totally unhairy, 
unlike a certain Llama Loving 
Lummock -ME). Three 
runners u p will be sent a 
CRASH T-Shirt of their 
choice, 
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MjuJJKJk 

from ROBIN CANDY 

It is a pity that some of the better games released this month 
couldn't have been released earlier because it has been a pretty 
boring month far as the playing tips era concerned. Luckily some 
bright sparks managed to gat some tips in for Herberts Dummy Run 
on time. You see our schedules are very tight which is why it may 
seem to you that we don t always have up to date tips— by the time 
you read this I will be starting issue playing tips section. Hope- 
fully that will be a hit larger than this because this month I have been 
allocated a smaller space (must be something to do with Lloyd | but I 
will try to scrounge more newt month. 

The response to the pokes competition has been far better than I 
expected but alas you will have to wait until next month to read the 
results. Hopefully, if the standard of entrants is high enough (and rt 
looks as if it is) then there will be a pokes corner as a result, like the 
one published in the Christmas Special. There were a few wallies 
(no offence to Mikro-Gen) that sent in tips instead of pokes, and 
there were a few complete idiots who sent in JSW pokes even 
though it specifically said no JSW pokes. 

Starting next month I'm inaugurating (Lloyd's Long Word Dict- 
ionary — no idea what it means) a new section to the tips pages 
called the MINI TIPS DEPARTMENT, This is devoted to all those odd 
tips sent in that don't get printed tjecausethey don't go into enough 
detail. So if you have any of these odds and ends tips send them into 
the usual address but state 01 
Tips Dept. 



but state on the letter that they are for the MM 



By now everyone must have noticed that there was a slight 
hiccup in the Monty Mote pokes published last issue I don't know 
where line 120 disappeared to [a piece of Mangram sabotage no 
doubt) but here Ft is 12Q DATA S2 r 1S7, SO, T 32, 2 62 Just to 
make matters worse there seems to be TWO versions of Monty 
Mo/e and the pokes will only work on one version. 

I think that's enough mtro blurb for one month, but just before I 
sta rt the t ips I want to m ake a q u ick plea , no m 0 re O RAGOIM TORC or 
EVERYONE'S A WALL ¥ solutions please! 



SHADQWFIRE 

To capture general Zoff position 
Manto outside his quarters and 
drop the transporter beamer . 
Pick the lock and send someone 
into Zoff s quarters. Move a 
character into the same location 
as Zoff. Zoff will then try to 
escape. As soon as he moves 
onto the same location as 
M an to, beam him aboard the 
Enigma. A similar method can 
be used to capture the enemy 
soldiers — this saves energy. 

The other half of the destruct 
code can be found on the Bridge 
but it is unlikely that you will 
need it because to complete the 
game you must capture the Zoff 
5- This can be done by capturing 
or killing everyone on board. By 
now you should have complet- 
ed the game. 



DEATH STAR 
INTERCEPTOR 

This is the type of tip that will be 
going into the new Mini Tips 
Dept. Anyway (the new altern- 
ative to 'well') this was sent in 
by Gary Dring ol Stamford. 

On the second screen, the one 
where you gel attacked by Tie 
fighters* move to The bottom 
right hand side of the screen. 
This means that none Of the 
fln^rny craft ever hir you The 
only draw back is thai it only 
works on level 1. 

Does anyone haw any poke*? 
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WIZARD'S LAIR 

Here's a routine far the maze 
game that seems to be very 
popular with many readers It's 
quite a bit to input r hut is worth 
the effort- What this does is to 
give you greatly incresed Lives, 
Keys, Energy and Weapons. For 
LIVES and KEYS you should put 
in a number between 1 and 2S5 r 
and for ENERGY and WEAPONS 
you should type in y or n. Here 
goes: 

5 REM Wizard I 

10 CLEAR 65535 

20 LET LIVES =4; LET KEYS=5: 

LET ENERGY 61; LET 

WEAPONS-S3 
3© CLS: PRINT AT 9,2: ' ENTER 

No of lives (1 to 255)" 
40 INPUT a$: LET LIVES = VAL 

a$; tF LIVES ■ 1 OR 

LIV1S>255 THEN GOTO 40 
SO CLS: PRINT AT 9 r 1; " ENTER 

No of keys etc (1 to 255) J 
60 INPUT at . LET KEYS - VAL 

aS: IF KEYS < 1 OR KEYS 
<255 THEN GOTO 60 
70 CLS: PRINT AT 9 r 0: "Do you 

want reduced energy loss?"; 

AT 11,13; "(y/nT 
50 INPUT at : IF aS "y" THEN 

LET ENERGY =0: GOTO TOO 
90 W a*<>"n" THEN GOTO 80 
100 CLS: PRINT AT 9,1; "Do you 

went unlimited weapons?"; 1 

AT 11,13; "y/n" 
110 INPUT aS: IFaS=V'THEN 

LET WEAPONS -0: GOTO 

130 

120 IF aS< > ir n " THEN GOTO 
110 

130 CLS: PRINT AT 9,3; "PLAY 



IN WIZARD MASTER TAPE' : 
AT 113; 'FROM THE 
START" 
140 RESTORE 

1 50 FOR n - 23296 TO 2332 1 : 

READ a: POKE n P a: NEXTn 
160 RANDOMIZE USR 22236 
170 DATA 221 ,33 , 0 r 0 , 17 , 17 
ISO DA TA0, 175,55,205 ,86,5 
190 DATA 221, 33, 129,254,17, 
77 

200 DATA 1 , 62,255 . 55 p 205 , 
SB 

210 DATA 5, 201 
220 POKE 65286,62 
230 POKE 65287.255 
240 POKE 65300,62 
250 POKE 65301255 
260 POKE 65309,63 
270 POKE 65318 JB2 
280 POKE 65319.255 
290 POKE 65338,0 
300 POKE 65340,99 
310 POKE 65341J55 



320 POKE 06345,7 

330 FOR fv- 65179 TO £5439 : 

READ a: POKEn,a; NEXT n 
340 RANDOMIZE USfi GS2B0 
3&D DATA 49. 0,65, 33, 116, 

255 

360 DATA 17,0,64,1,44,0 
37D DATA 237 , 176 , 195 r 0 , 64 , 
33 

380 DATA 255 , 254, 17 , 256 - r 255 
,1 

390DATAQ, 164,237, 184,49, 
3 

400 DATA 94 r 62 , LIVES, 50 , 178 
99 

4 10 DATA 62 , KEYS , 50 , 172 , 99 
,50 

420 DATA 173, 99, 5fl . 174,99, 
62 

430 DATA ENERGY F 50 p 137 p 
186,62 

440 DATA WEAPONS , 50 , 2 19 

200 s 251 
450 DATA 186,66,94 





DRA GGNTOftC 

It seems that along the way I've 
lost some of you in the Vaults Of 
Locris. The problem seems to be 
gettrngthe letter I. Go to the 
room with the stool and Fireball 
in it and move the servant over 
the stool 1 ; this wi II ch a n g e it into 
a chest. Open all the other 
chests in the vault and you 
should have two keys. One of 
these opens the chest by the 
fireball. Open this chest and the 
fireball should change into the 
half moon and inside the chest is 
the fetter I. For those of you who 
have got to Halgor's Sanctuary 
find and take the energy herb, 
Now find the ske bhone and 
search to get the diving rod 
With the diving rod search the 
leaves and pools to receive the 
BANE jewel and the Crystal of 
Artti thought Use trie Seal to 
open the tombstone and go 
down. Read the message and 
leave everything except 
Hatgor's Seal and go through 
the door. Touch the Seal on the 
three spiders before they kill 
you. Take the three spells. Use 
the RETURN spell to get into 
Ha Igor's tomb room. Search the 
tomb for the door key to g et out. 
Leave with half moon early and 
go to Witch wood to find 
Sanctuary for the key to the 
Locris vaults. That's your ration 
ofDrdgontorc tips for this 
month but if you are having 
trouble with your energy level 
then just try these pokes as sent 
in by K Walker of Birmingham. 
Type in the listing and save it to 
auto run from line 10, 



TECHNICIAN TED 

These tips on the order of the 
tasks in Technician Ted were 
sent in by Michael Roland of 
West Germany, incident! y has 
anyone managed to crack Tech- 
nician Ted for infinite fives 
pokes etc? 



You must complete these tasks 
within the time limits printed by 
each one. 
TedsDeskby8:56 
Silicon Slice Store by 9:09 
Slice Diffusion by 9:27 
Fuming Cupboard by 9:58 
Clean Room by 10:07 
Silicon Etching Piant by 10:22 
Canteen by 10:40 
Photocopier by 11:T2 
Board room by 11 : 25 
Slice Surface Abrasion by 1 1 ;5€ 
Laser Slice Separation by 12:15 
Bay 7 by 12:34 

Micro Chip Mounting by 1 2 :59 
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10 PRINT AT 9.1; "PLAY IN 
DRAGONTORC MASTER 
TAPE"; AT 1 l,9;"FROM THE 
START" 

20 RESTORE 

30 FOR N = 23424 TO 23467: 

READ A: POKE N.A; NEXT N 
40 RANDOMIZE USR 23424 
100 DATA 049, 122. 096 r 006, 002 
1 10 DATA 197, 221 , 033, 000, 000 
1 20 DAT A 0 1 7 , 000, 000, 062, 255 
130 DATA 055. 205, 086, 005, 1 93 
140 DATA 016. 239. 221 , 033. 0 1 6 
150 DATA 189,017, 239,066,062 
160 DATA 255, 055, 205, 036. 005 
170 DATA 062, 201, 050, 193, 139 
180 DATA 205, 016. 189, 221 , 033 
190 DATA 124, 096, 017, 212, 098 
200 DATA 062, 255, 055, 205, 086 
210 DATA 005, 062, 255, 050. 225 
220 DATA 227. 195, 124, 096 



Tea Machine 13:02 
Powe r G en era tor by 1 3 : 1 8 
Electro Plating Bath by 14:00 
Quality Assurance Dept 14:25 
Abrasion Dust Extract by 14:38 
Matthew's Lair by 14:58 
We Call Him Sir by 15:50 
The Wage Department by 16:07 

After completing the Wage 
Depart merit then you must cjoto 
the picket line, up to she Union 
flag and again down to the 
Picket line fin the middle). From 
here you can now go left and 
into a nevv room called OK? 
WHERE DO I GET MY REWARD, 
Go into this room and walk left 
through the exit room to com- 
plete the game. You MUST keep 
with in the time limit if you wish 
to complete the game. To plan 
out your routes to and from 
rooms use the map published in 
a back issue of CRASH {No 15 
April, page 70). 



PlMH rate that due to the amount of tort ws that arrive lor the Famrn and F»i 4V mfl Tips, Ft is 
simply not possible id enter into personal art private correspondence hop* you 
understand this, and wodd rather make the point thht yvay ihan have disappointed readers 
wailing for replies that may never come. Thanh you. 



HERBERTS 
DUMMY RUN 

Here is quite a bit of the solution 

to Herbert's Dummy Run as sent 
in by J Wank ring of Birmingham, 




First of all get the box key and 
get the honey pot. (Mow go to the 
room that you start off in and 
jump up on to the box. This will 
spring you up to where you can 
exchange the honey pot for the 
teddy. Get the rope. Now with 
the rope and the teddy go to the 



CHUCKIE EGG 2 

These are general tips as sent in 
by Robert Milliards of Wariey. 
Surprisingly there haven't been 
t h a t ma n y Ti ps for t his g ame but 
auite a few maps, Enough of the 
droning and on with Robert s 
tips. 



If you hit a bouncing ball from 
the side you bounce otf but if 
yen j hit rt from the lop Then yo\ 



k£] trsin tFTtTv £i a! i iron stit 



arcade room with the daleks in 
it. The teddy wili go and open 
the right hand side door; you 
can now go through this. Jump 
at the rope in the next room and 
it should extend into a room 
with a rubber duck; collect this. 
Load the pop gun {with the cork 
and the pop gun} and go to the 
castle. Exchange the pop gun for 
the flag and with the rubber duck 
go to the seaside screen. You 
can now collect the pebbles to 
loadrhe catapult.. .. 

There was more to J s letter but 
you will have to wait until next 
month for that. Anyway you 
probably know ft all by now! 



DUNDARACH 

Now ( don't want to give the 
game away (Nltet you suffer for 
another month} but to help you 
off let me just say that there is a 
Go Id bar Merchant in West Way 
and an Aurums Buyer in Gross 
Street — enough said. 



you bounce olf green hands. 
Per ik elephants \Vm sure Mirttor 
sees many of these -RCl kill you 

asdrj all birds, moles, bats, ice 
states and it ides. CSs don't kill 
If you collect & basket f hen you 
can't lump The factory needs 
power so look For the generator, 
Volj need eic|hl bottles of milk, 
uight tins of cocoa and eigbl 
bags of sugar. When you have 
completed Tan egtj take u to I he 




That seems to be it for this month but as i said at the start, hopefully 
next month will see a bumper issue of pokes, tips and all the usual 
assortment of things you have come to expect from me {tike iong- 
winded mtros -LMj. Do remember the MINI TIPS DEPT and keep the 
pokes coming in. Okay that's it from me. Bye until neirt month 




AVl EWzgAK lLL 

the C omputer Q ame 



YOU will become 
James Bond 

in his first arcade/adventure 
AVAILABLE NOW on 
Spectrum 48K, Commodore 64, 
Enterprise 
and watch out for 
Amstrad, MSX and others 

■• Ear: Productions Lid GNdmse Publications Ltd 1985 
Etonarh lid . 204 Wo#p!e Hoarj. London SW20 6PN. Tel: 0>947 5624 Tetex &9447S G 



r' 



ORDER YOUR COPY NOW! 



CALL 01-947 5624 f 5/6 



OF FIC E HOURS ON LY 

NAME: (budck letters] 

ADDRESS 

COUNTY 




To: Do mark Lid.. 204 Worple Road. 
London SW20 8PN 
DOMARk Telex 894475 G 



- POSTCODE , 

Pte ™ ™ n - d me 1 CDpies of " A Vl * w t0 a Ki " " The Computer Game ' 
al £10.99 (induces postage and packing), 

I enclose a cheque/P, O. for E., 

My computens: 

^[? ay ?^°«j£*^ ss , ^ v<sa ^ American Express □ by posi or 
telephone (01 -947 5624/5/6) office hours only y ^ 

Please debit my CREDIT CARD □ 
Account No: 



Signature:. 



— ■ • 



rm 



rm 



Expiry Date: cm1 



m t 

♦ * 

* 

■ 

HOW TOWERS WORK * 



Towers can Only I". fir^rl jI from 
specific local iOTts, and only from 
mo rear as fhui rumour prtrtects 
ihrjrn on ihr: olhf?T three srdti*>. 
Furthermore, bear in mind Mmi 
fcath tower has one, anrJ only 
Dim sr:t of effects associated 

With IT 

A rower's blind spot rs vfiry 
narrow. You can occupy one ol 
I he If J? possible Faler^al posit 
ions (or trrjf;k^| across thi- w<dth 
of a trench, ami a rower's blind 
spq( corresponds to one track, 

Be careful rhi: green Lateral 
Indira or is wnsilive only lo Ihr: 
HB^TCSt i:irjht Tracks, so whf?n 
you move op againsi a trench 
w<ill Uicjf.k Anally on Ihn mam 
screen that you canno-i move 
any further up against ihfc wall. 
(Therr; will hi; some very &iigtit 
movement of Iha trench waft il 
you KHn ) 




■ * 



The Atrium is the entry Ed the 
more complex Necropolis. Here, 
your driving abilities may be 
practised and the techniques for 
puzzle solving and trap avoid- 
ance may be learnt. 

Your object! vein thq Atriurn is 
to find the 'entrance' to the 
Necropolis the key tower high- 



SOLVING THE ATR IUM 

lighted by the others in the 
Chapr?f being your target 

Driving is aided by the Indic- 
ators, chief of which is the Radar 
Map which displays both the 
orientation of the towers and 
any change in direction of the 
towers nearby which is prod^ 
ueed by your firing at them. 




The red Side Passage Indic- 
ators help you to turn corners 
precisely, and the green Lateral 
Indicator facilitates getting into 
the blind spots of towers. 

As an added aid, the four dis* 
tinct sky patterns may be u$ed 
to show the direction in which 
you are facing. 




There are three basic tower con- 
figurations: a Gate, a Shade and 
a Block, 

I The Gate: this is whore two 
towers face each other across a 
trench so that each cancels out 
the other's blind spot. It is plain 
to see that movement through a 
gate is impossible. 

The Shade; found whew a 
tower 'shades' a trench ~ the 
only way to pass along a shaded 
trench 19 to travel along the 
shading tower's blind spot, 

The Block: this configuration 
is by far the nastiest, Here r a 
tower faces down the length of a 
trench, making It impossible to 
wist anywhere in it. 



NB. In certain cases, when turn- 
ing a corner Into a blind spot, 
your lateral momentum carries 
you out of the blind spot, At such 
tfmes it is advisable to orientate 
yourself so that this momentum 
moves you Into the wall at the 
blindspot P after turning. Sounds 
tricky . but the diagram here 
should help meke It clear. 

No Reverse: momentum carries 
Hedrold out of blind spot 



Reverse before entering blind 
spot; momentum keeps hedroid 
against walk 



MAKINi. U .1 UP COVER 

In Ihr Allium, the bftltjS nnly 
,ji f 1 GVfcH tl fhry artj tlOfWftttf) 
vim Uftil ,1 lower, though \n Ihr 

Nn rOJX'llS yOU Will hlid th,M you 
iiinphl h+tVW Iip L»h-.rivr Ihttil 
iimviMUriiK vny i^rrlnlly 

A| Mi 1 Irom r4«vnd 1 h£|^t 1 M (<h lomj 

prrimK r 1 1 ■ - v iiteo hlmk fhr 
p.ithw.iys hrlwui-11 rtftitms >ii 

Kirtfpiilft vny ctoifa in tuik 
iIml--, [r-inj m nulu- ihr towns 

1 r-liu l.inl lo Imp .it vnii thiunph 

ii miffhl rt&ult in y-'u ijt»ttiri(i 

MJU.lshrd msliMiJ 
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V 










Tower blocks 


Ball provides 


passage 


cover 




across 


and blocks 1 


junction 


tower's Are 1 



The Crypt; 

Shooting Towers ma heed 1. 2. or 
3 permits access to one of the 
three passages marked A. Band 
C. Only one passage is ever 
open at a time. To leave the 
Crypt you wi 1 1 need to deactivate 



The Key 

Enter the Key carefully, via the 
btind spot of the Tower marked 
1. 



c 





lie 



The Crossroads 



2 
<1 



?' Si! 



Tower 1 permits 
East-West crossing 



Tower 2; permits 
North -South crossing 



The Beetle: 

/Goad 1 practice for negotiating 

blind spots, this one t 

Get into Tower I'd blind spot 
then u&e t he ball to block the fire 
from Tower 2. Slip around the 
corner — but quickly ! 

Drive through Tower 3's blind 
spot deactivate Towers 4 and 5 
and exit via tie double-blind 
spot of Towe rs 6 and 7. 

There is a second solution to The 
Beetle that doesn't involve de- 
activating Tower 4. Can you find 

it? 




THE SOLUTION TO THE 
ATRIUM 

There are several ways to solve 
the Atrium, though the basic sol- 
ution is; 

'The Garden' (light green); 
'The Crossroads' (purple); 
'The Alley' (blue); 
The Key (dart green); 

The Alley': 
'The Garden'; 
'The Beetle' (bronze); 
"The Wheel' {lilac); 
'The Garden'; 
The Crossroads' ; 
'The Stadium' (yellow); 
'The Crypt' (white); 
'The Guillotine' (red); 
The Lock p (dark green); 
'The Chapel' {gold! 

The names given in this fist 
are those of the regions., and the 
colours in brackets is the colour 
of the icosahedron indicator 
when you are in that region. The 
■ regions are listed in Che order in 
which they should be driven, 

This information will enable 
you, with a bit of practice and 
perseverance, to solve the 
Atrium, Then the next step is the 
real thing The Necropolis. 



Locfc 

The Loci; is a series of four 
gates blocking the entrance to 
the Chapel. To open these four 
gates, turn the seven tumblers 
so that they all point south. Fail- 
ure to open the Lock will prevent 
entry to the Chapel. 



Ifte gate formed by Towers 4 and 
5, Snooting Tower 5 will erect a 
Gate over niche D, so time your 
shots carefully to allow you to 
take refuge in niche E before the 
Oypikeeper comes rolling back 
to get 



Guillotine: 

This is the trickiest puzzle in the 
Atrium to solve. 

The Gate to the east, which 
blocks the exit will only de- 
activate when a sequence of six 
target towers are deactivated 
around the periphery of the 
trench- Each successive tower 
appears only when the previous 
one has been deactivated. 

Towers appearing at 1 P 2 P 3, 
and 4 will force you to drive and 
fire at the remaining target - 
lowers from between two balls. 
(The bells, being distanced just 
less than one square apart, pro- 
vide continuous cover -far some- 
one driving between them.) 




1 "gvpiTH TVSftKKfc FlR*&itt> 



Tnese are the names 
♦ecions in the Necropc 
:heir associated colours • 
Playpen' ijjw 
Crossover (yeltowj; 
'Pipe' ibiue.i; 
Staircase" irjrorz- 
'frylrajb (white 
'Cathedral IgoJ-dJ 
* 'Hairpin Canyons !cvatv 
"Roundabout ipurp'tei 
"Cacoon" imagentai 
'Fortress' HurquOiseJ 
Hean" (red) 



THE SOLUTION TO THE 
NECROPOLIS 

Your objective in the Necropolis 
is to find the Place of Wisdom' 
where you will be given an 
encoded message. The location 
of this b a secret, but you will 
know it whfcn you see some- 
thing unusual . . . when you see 
something that is not what ft 
seems, . . . 




HOTLINE TOP 30 FOR JUL Y 



2( 3) KNIGHT LORE Ultimate 
MATCH DAY Ocean 

4 / EVERYONE'S A WALLY Mikro-Gen 
(25) SPY HUNTER US Gold 

B(ll) UNDERWURLDE Ultimate 

8 (79) SKOOL DAZE Microsphere 



10 ( 13) RAID OVER MOSCOW US Gold 



'^ances^. - ■Hfcfc. via 




DRAGONTORC Hewson Consultant 

DOOMDARK'S REVENGE Beyond 
STARSTRIKE Realtime 
W ORLD SERIES BASEB ALL Imagine 
SABREWULF Ultimate 

DTS DECATHLON Ocean 
MOON CRESTA IncentivJ 

LORDS OF MIDNIGHT Beyond 

Front Ri 

WIZARD'S LAIR Bubble Bus 



The winner of this month's Hotline draw is Craig Bartfett from 
Kempshott, Basingstoke; and the four runners-up are: Keith Gis- 
combe of Droitwich, Wo res; NS Wilson from Shepperton, 
Middlesex; David Cairns of Hillsborough, Co Down; and Henry 
Shades from Glasgow 



BRILL 'N' FAB HOTLINE PRIZES! ! 



I 



pie CRASH HOTLINE & ADVENTURE CHAfiT is Britain's most 
important popularity chart It depends entirely on your support 
and we need your votes. There are two methods for voting , 
either use the CRASH HOTLINE PHONE-IN. or cut out the special 
coupons which you can find on page 122 

Whether you phone or write in, all the names go into the Hotline 



Bag to be drawn monthly. First out in both charts receives £40 
WORTH OF SOFTWARE plus a CRASH T SHIRT The four 
runners up in both charts each receive a CRASH T-SHIRT and 
THREE free issues of CRASH Magazine (a kind of mmi- 
subscription — existing subscriptions will he appropriately 
extended). 



ADVENTURE TOP 30 CHART 



r^^ain^jSL raP«% S h0 ««^ r to mo^ I 

— ^ 



If fj DRAGONTORC Hewson Consultants 

2 f 72 ; OUT OF THE SH ADOWS Mizar 
GREMLINS Adventure I nten 



4 / 4) DOOMDARK'S REVENGE Beyond 



r 




^^^^^RDSO^gME Leve^^omputinj 

8 j 8) RETURN TO EDEN L e v el 9 Computing 

Gargoyle 

10 (73) SNOWBALL Level 9 Computing 



11 f 9) 

12 (—} 
137 

fit 14^3/ 



SPIDERMAN Adventure Internati 

MOUNTAINS OF KET Incentiv e 
ION Hewson Consultant 

RUNES OF ZEN DOS Dorcas 




16 (24) URBAN UPSTART Richard Shepherd 





The winner of the Adventure Trail Chart for this month is Michael 
Slater from Ramsbottom, Lanes, The four runners -up are: D 
Sthraibman of Sbawclougb, Rochdale; P Chessman from Water- 
looville, Hants; C Crawberry of Bar-bourne, Worcester; and Chi- 
Wah Yau from London NW1 




The CRASH PHONE-IN HOTLINE NUMBER has been discontinued. Whilst so many people kindly 
ring in and leave their votes without any fuss, a large percentage of readers have abused the 
service with obscene phonecalls. This situation has been made worse with callers mis-dialling and 
upsetting people. It is with regret we make this decision, but in the circumstances we have been 
left with no choice. So please note that the 3015 number is no longer answering to HOTLINE 
VOTERS. Please use the printed forms provided to register your vote which can be found in every 
issue. 




Ant A t*e 97%, 49,875 
Penetratof 20,540 — level 4 
FoOttaU Mfrneger 7 seasons 
Blue Thunder 3.40C 
Arn Attach 6 people sav-ed 
Neil Hindle, kcttingtun. 



Jetpec 4,000,000 

£220; WNma. 1*260; Tqm r 
L&O; Dick, if 200. Marry, C260 
Connects Computer toalen 
41 all lewis 

AEen a i oo% competed 
Phil risvdham^ff ord 



Trashrnan 
Wriggler 2, 190 
Bdi#rb*|l 1 wyn. 29- 26 
AJien I Id chambers 
Carl S*gn*r, Southampton 



Pyiarnararna%%, irsing 
■V ■ l vano* 
Matchpomt Bear, ?he 

computet in \Un iinal. 6-4. 6- 

3D Stjurtritv 1,000, 740 on 

fcasy 

Maichriay 2 6-0 on IS minute 
gar™ 

AinwuH M<:-scued4 sdenliits 
J Nctman, CHjiftal Road 
( :i V d ach. S W*4es 



Anr Attack 10 saved 
Jungk? Trouble completer 
Beach HeedflnrnriPsicri 
£<wm I04HQ 
Kung Fu black belt, level 7 

Nicholas PettigreW,. 
Nrtharley. Liverpool 



Bruce U* -314,075, killed 
wizard seven timet 
Jet Pac 93,955 
Mark Harrison. Chnwnll 
Green £r Albans 



Atic Alae compl(rl« ai 99% in 
iSmins 

Aiiwull 2 si.i^iisSn rescued 
Mrmty is Innocent Aim 

complete (l> 

Automania Porsche second 

Monty Mole- IBth screen 
Karl TuniwrlrTI. Bishops 
Slorrtord, Herts 



Zzoorn 99.750 
Potty Pigeon Level Three 
f^jamararni 95% complelB 
Airwulf 2 scientists 
Spy Nunier 157,905 
Raid Over Moscow 179,200 
complete. 3 men &u rvived 
Pol* Position 67,400 
SCO. Dorking, Sumy 



Lazy Jones cleared twice 
Mjhiic Mirwr Lovflt 19 
Everyone * • Wily £1 r 840 
Cookie baked cafce, then 
level 3 

J«k and the Beanstalk 

completed 

Pynftiararni completed 
M Thorpe. Wot Hill. Devon 



Harrier Attack 35,910 
Pogo 101,276 
Finders Kee p e rs f&OO M 
Doorndarfcs Revenge 
compteried 
Andrew Dicainson F 
Pr nwortham r Lanes 



Alien 

Wortd Series t*$efeeJf 52-11 
in 9 innings. Level 2. 1 1 -B In 9 
■onings on toe level 
St»rtoo*£ fished Walson out 
of trejn and gave &»af e 

800*1 HKfing (l| 
nris Robertson, Chestar-le- 
Stfeet, Co Durham 



Spyhuntef ^bl.ftZfi 
Bruce Lee 999,300 — 
completed 17 timers 
Bench Head 107,800 
Lunar Jet Man 73,650- 
H«iTwr Attack 33,7 TO 
Richard 'PimaniK 1 Owen, 
Harlow Essex 



Stat Stnifce 965,530 
&ruca Leecorr^jfcEfld S rimes 
in a row witfi 819,426 
Knight Lore fl9% with 1 E 
charms 

ANenl activated g cryogenic 

Stuart Gibson, Piupmitead, 

London 



Combat Lynn 24,700 
Raid Dvpr Moscow SfJ ?m on 

hard 

Soft ware Starr Playing in 
T99B 

Pob Portion &G.5O0 
Bruce Lee 1 ,533425, screen 
1 89, playing for 2 houra 46 
Minutes — * could have 
scored mora but I had to go 
and have a badi iPMr l*F 
Rotwrt William*. vV.riay. 
WastMids 



Criuckii Egg 41 7^70 Level 
32 

P»t 179,780 

Knight Lote56% complaied, 
& charms 
Booty s? pieces 
Cnnkm compiled cake 
Leight PumitlJ. Swansea 



Time Gate Lavftl 6 completed 
Chuckle Egg Two 23&.7QO 
Arcadia 3? 3.^?. Level 37 
D T.'s Oec.n+iaion 100«X 
9,90; Long jump, 9 Jfi; Snot 
putf r 33.90, High fump 7 46 ■ 
400m r 2B Idr 110m Hurdle*. 
fl.90, Jivuilin, 132.44: Discus. 
' 7B90; Pole vjjutt. 5.05, 
1500^,4.11,53 

John Morgan, Oswestry, 
Shronsnira 

Matchday 5 minutes each 
way: Amaleur, won 17-J); 
Professional won TS-Oj 
irrtarnatkmai won 1 5-1 . 46 
ftlinvteai each way: Amateur 
160-0 

Safer a Wult 97% com-pjsled 
Mank Miner 232,550 
Deaths-tar Interceptor Space 
Cadet, 10,600; Lieutenant, 
8.900, Commander 7,700 
Chuckle Egg 415,320. level 

Matthew Wirson, HartogatH 
NVOffca 



Beach Heed 130.800 
Matcn &ay 9-0 in Final 
Dark Star ^i.JS 1 □ ttimplei ra I 
Starslnke 1,508,400 
Lords oiMldnajht2l day* 
tornp^lod 

Paul Cavils Shepron MaIIci 
Somerset 



tlr^qonton ol Avalon 

completer! 

Ian Lannon and Dylan Jones 



Slav* Davis 127 break 
Raid Over Mostdn w 99 450 
AticAtac93% 
Spy Hunter 99.S50 points 
Oangermouae saved me 
world S Ekme.ft.Cjis the Irot 
Grant *Clng ( Kettering r 
N'o-fthanls 



Aiic Ated^ompkjErjd 79% 
Bruce Lee Comfrieiiid S (Imiis 
wilhascore at 201 ,800 
Sabre WuW CtjmnUned 62% 
Starion Levels 1, 3, 7, 9 and 3 
completed 
Hunchback 2 LevBf fi 
LeeWtitiMs, fan coed, S 
Waeaa 



BouJdar Daahcornpleie 

franz Am 32 cups 

Aiken ShrtrT mime: 3 crew 

escaped, 40% 

Alien B tumplele. with time 

at 263.7 

Ctaeth Star interceptor 

12B.0O0 

Slantrihe 826,400 on hand 
Craig Lemcin, BrpinCrae, 



e^ 



r**'9 their nnZ- aon *lik 
" WSH MrC*?"* 9 mess 

detector befaSE B r flr " ''e 
Panted Otlf e ** e 'na 

iS o L ^0L0j? ^K££0 80'x 



zxBrvcmumy 



JSV ck vmvnbb 



1 February W 




2 March 



3 April 84 



4 May 84 



5 Jit S4 



6 July 84 



7 August 84 



8 September 84 

9 October 84 
10 November 84 



11 December 84 



12 Christmas Special 

13 February 85 
14 March &S 



15 April 85 



r ■• 



fill that CRASH Gap. . . . . 

Out of stock 

'Kong' game? Currah Microspeech Living Guide Steve Turner 
'Missile Command J games Living Guide Sinclair TaUs Code Name Mat 
The Quill utility Graphics utilities Microdrive Pengo' games Living Guide 
New Generation Jet Set WiUy Map Panic' games Aiphacom printer 
3D if] games Atic Atac Map 1 Specgraf P*ciman p games 
Atic Atac Map 2 Lo Profile keyboard 

TirNaNog Downsway SComcon if ace White Lightning graphics utility Martin Wheefer 
Antic Map Design Design Lothlori&n 

Games Workshop OkTron ics 

Sa tttef ietd Joystick — com pa r i s o ns Deus Ex Machine 

MuakTypewrrter Sureshot j '^*ck Htsoft Ultrakit Lords of Midnight Map Wanted 



fonty Mafe Map 

Ma n gram look: 
Inside CRASH 



>fe Map Pyjamarama Map 

m looks back Super Mutt Map Death of Imagin e 
RASH Time* Disc Orrve 

Mikro-Gen Psytrax* Map Mini Office 

Tir IMa Nog Map Ommealc 2 MikeSingleton 



lap Wanted 




Tir Na Nog Map 

London Underground Map ( ! ) 
ir Story 1 Chris Sievey 



Readers Awa 
Steve Jack 



Doomderk' 



rts simulations roundup Sinclair Story 2 Firebird Incentive light Magic g 
ility music utilises UnderwurldeMap 1 Bruce Fee map Sabre WyjJ Map Ev 
ally Map Artist: Godfrey Dowson 



ton Desig ns Frankie 
u ride Map 2 Tape 
David Thorpe 



su rg (fry Si nclaJr Story 3 K nf g ht Lo r p 
Leonardo graphics utility Date I sound 




With the exception of issue 1, we carry a limited stock of back 
numbers for readers who may have misled out on earlier issues 
and for those with gaps In their Binders! Arty issue bearing ??? 
after the mini-coti tents means that the stock is severely limited 
and before ordering you should phone to check. 

BACK NUMBERS SPECIAL OFFER 

Any three or four issues ordered at the same time — 40p off 
total Five or more issues ordered at the same time — 20p off 
each item, 

PRICES 

Issues 2 — 7 at 75p each 

Issues 8 — 1 1/13 — IS at 85p each 

Issue 12<Xmas) at £1.25 

Issues 16 onwards at 35p each 

Post and packaging: 20p per item ordered 



I would like to order CRASH Bach Humberts) 
Pirn*** rh* the correct boi 
203D4G5Li6n7n 
8D9CJ 10U lin 13G WD 15G 

12 (Xmas Special) 



16D17C 



Unn 


i Ouintrty 




75P 






•5* 























P&P loLal C2Gfi par faro j £ 
Lew Sp«J*1 Otfar dtammt whm ippBubta , £ 



Name _ 
Address 



HMHlltilLL lTiium 1 



Postcode 



- v j. Mft*«i(r do rwt «kcJori##ny afdeir with mail tnfh<> frdllorUil sid« 

BACK NUMBERS, CRASH MAGAZINE, PO 
* 10, LUDLOW, SHROPSHIRE SY8 1DB 



CRASH July 1985 85 



THEYSAID IT COULON'T 
oe nnt\IE Dept 1 



^rw's very W"*^ than 
Competition, brought to : vouoy > 

WIN ^- 5SB8ST. 



Fans at T^J^jijfil 
these pages r; J*Jo 2w little cartoon 

wilrt "to win an? SHADOWFIRE T- 

seW in a TS^gh T^h envirorv 
way around the H, gn . cHv lg0 od 

ment Owing to w d Manges 
woftLiound rt m uov |anguagC s 

SHADOWRBE a^ ^ the^menu of 
to represent en op £^ f u uy neg- 
a program- Ou"J™J? ~ in the Space- 
otiated the compute ^ rLate icon 

in every case- » u ^ 
use? 



L£ r it Know 





V 





yOU? 

Study the action ^J^ffi 
ermine the **^™^\«m of 
v our decision Mat ^ on each 

the icon Y? u i^^he strip end whizi 

your entries -to onn Q)( 10 

SSEEESr— 



86 CRASH Juty 1965 
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wvmg 




lis s"s" "the HIHj|J| Ml "fl" 

Painted uh]tl. N,E,U) 
I can a^so see:- 

M&OICINE CflBlMET 
Thave with n a ± - 

jjfm ready for your instructions. 



SUBSUNK Adventure with Graphics 
Trapped on the sea bed in a scuppered submarine 




DONT PANIC Arcade/Strategy 
Amusing and challenging, a game with a difference 



FIREBIRD SILVER CATALOGUE 

SPECTRUM 16K/46K 
006 RUN BABY RUN Arcade 

Multi-car cop chase and shoot-out 
035 DONT PANIC Arcade/Strategy 

Amusing and chaltengiirg, a game wrth a difference 

SPECTRUM 48K 
003 VIKING RAIDERS War Game 

A tea! of strategy against the computer or friends 
012 THE WILD BUNCH Strategy/Advenlure 

Accused of murder, hunt the real killer 
01 4 MR FREEZE Arcade/Strategy 

Six compartm&ntSt each tougher to- cte-ic* 




016 BOOTY Arcade/Adventure 

Twenty holds lull of pirate loot 
031 SUBSUNK Adventure with Graphics 

Trapped on the sea bed in a scuppered submarine 
033 THE HELM Adventure 

An amusing, stylish tenet adventure 

036 SHORTS FUSE Arcade/Strategy 
Sam Short secret agent versus Boris and his bombs 

037 HEUCHOPPER Arcade 
Fast and smooth multi- screen action 

040 DONT BUY THIS Compilation 

Five of the worst but funniest games you have ever seen 
043 FAHRENHEIT 3000 Arcade/Strategy 

Sixty four screens to meltdown 




MAILORDER 

Please state name of game (and machine) and 
numbers required. Enclose crossed cheque/PO 
made payable to FIREBIRD SOFTWARE. All offers 
are subject to availability Orders are despatched 
promptly All prices inclusive of VATar>d postage. 

MAIL ORDER; 'FREEPOST FIREBIRD, 
WELLINGTON HOUSE, 
UPPER ST. MARTIN S LANE, 
LONDON WC2H9BR 

FiretwEj ifidtfM Firebird logo m trademsm 0 r Bnf iaft Tetecomrfwnicfflions pfc 



FIREBIRD SOFTWARE. WELLINGTON HOUSE. UPPER ST MARTIN'S LANE, LONDON WC2H 9DL. TEL: 01-379 6755/5626 



ond the Spectrum, 



SPECT 



CTRUM UPGRADE KIT 






URBO INTERFACE 



Four great new add-ons from Ram, Number One in 
everything for the Spectrum,,. 

TURBO INTERFACE 

Our unique Turbo Interface outperforms any Spectrum 
interface - it works with ROM cartridges, 2 standard joysticks, 
and there's a full expansion bus at the rear The Turbo supports 
Kempstoa Rrotek and Interface 2 software and loads from 
cassette or instantly from a ROM cartridge. It really makes 
the most of the Quickshot ll's rapid-f ire action, and with a 
unique built-in power safety device, it's amazing value at 
just £22.95. 

QUICKSHOT II AUTO RAPID-FIRE JOYSTICK 

The famous Quickshot II is the top pmes joystick with a 
sJeek trigger fire button for quick reactions, an auto fire switch 
for continuous shootingand a new, improved grip. 
Revolutionary built-in stabilising suction cups mean a sure, firm 
grip ^ a snip at £9,95, 

SPECTRUM INTERFACE 

Boost the power of your Spectrum h or Spectrum +, 
This fempstorvcompatible interface gets the most from your 
pmes- electrify your enemies with real power and 
lightning-fast reactions right under your fingertips. 
Costs just £9.95. 

SPECTRUM UPGRADE KIT 

If you've a 16K Spectrum micro, this handy and 
inexpensive add-in kit boosts the RAM memory to a powerful 
48K, so you can nil the latest and greatest software, the most 
exciting g?mes around - and expand your own programming 
possibilities! Only £2L95. 

Where can you get your hands on Ram s amazing 
Spectrum add-ons? You can see them at branches of Boots, 
Menzies, Spectrum Group computer centres, and good 
computer stores everywhere. Or return the coupon below. 

Taff4Mf^ffp/i^^^LWtofC/W 1 106 Fleet 
Road, Fleet Hampshire GU13 Sm 

Credit Card hot tine: 02514 25252 (Access A Visa), 



Please send me 

. . Spectrum Turbo Interface^) at £22.95. 

Quickshot II Joysticks) at £935, 

, Spectrum Interfaces) at £9.95, 

Spectrum Upgrade Krt(s) at £21.95, 

{Please state issue 2 □ or 3D} 

+jCJ per order P+ P{£3 Overseas) TOTAL £ 
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MORE MODEM MANIA 



(n the last issue of Tech Niche 

we promised you a review of 
Spectrum modems. On the face 
of it that was a little bold, not 
only because there are so many 
modems about but also because 
the manufacturers of them are 
either a) mean b) hard to find c) 
don't want to be found or d} they 
never really had a modem in the 
first place. 

Anyway enough excuses. We 
did manage to decide on the two 
most important modems to re- 
view in this issue and we'll pass 
ove r th e oth er for the mea ntime. 

Thn VTX 5000 and the- Protek 
1200 modems are both front 
runners simply because they 
provide an uncomplicated 
means of communicating with 
Prestel or, perhaps more import- 
antly Micronet, at a reasonable 
cost, These two modems are 
limited because they do not pro- 
vide the facilities that would 
allow you to communicate 
easily. with every sort of on line 
computer there is — there are 
modems that do, but generally 
they cost a lot more and are 
more complicated to set up. 
When we reach the stage of 
examining hobbyist bulletin 
boards and specialist databases 
we shall also examine some of 
the kit that is needed to make 
those connections. But they wiil 
have to wait for a future Niche. 

To begin to explain why modem 
compatibility is nearly as big a 
laugn as computer software 
compatability; it is necessary to 
take a look at the workings of 
modems. As stated in the last 
issue Modem is simply a short- 
ened form of MOdulator 
DE Modulator. We all know that 
computers hump information 
around internally as represent- 
at ions of one's and zero's. Com- 
puters really aren't that smart: 
to a computer life is very simple, 
a situation is either black or 
white, on or off, one or zero. All 
this means is that if a computer 
wants to tell somebody that it 
knows The Answer it can't 
simply shout out r forty two', 
well it can ... but only because 
the computer knows how to turn 
its version of forty two\ 101010, 
into Our version of forty two — 
42. 

So if one computer wants to 
chat to another computer it will 
do so in a signal representing 
hinary numbers, and all that the 
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modem does is to take the 
binary message and turn it into a 
form that can be sent down a 
standard telephone line. Fed 
with data in serial rather than 
parallel form, all a modem does 
is convert characters into 
sequences of notes for trans- 
mission, and decode incoming 
signals which have been sent 
down the telephone 1ine r assem- 
ble them into characters and 
hand them over to its host 
computer. 

In the case of the basic Spec- 
trum, which doesn't have a 
RS232 port fitted as standard 
you either need to get hold of a 
modem which connects directly 
to the edge connector and sorts 
out the interfacing problem for 
itself, or use a suitable RS232 
interface for your Spectrum 
which should allow you to con- 
nect it to any modem. The RS232 
interface provided on interface 1 
isn't up to the job, although 
people are rumoured to be 
working on that problem. 

Once you've got a modem 
attached to a Spectrum and 
working, the next problem is to 
make sure that it is compatible 
with the modem at the other end 
of the the line. They must both 
talk the same language in order 
to hold a successful convers- 
ation. A number of variables are 
involved, the two most import- 
ant of which concern the speed 
with which the signal is sent and 
the pitch of the notes used. 

In Europe we have two main 
standards. CCITT V 21 which is 
for 300/300 baud communic- 
ations, and the V^3 for 1200/75. 
The baud rate is a measure of 
the speed at which data is trans- 
mitted. Typically, 300 baud 
represents a rate of about 30 
characters a second, while 1200 
baud is about the fastest speed 
of transmission achievable on a 
normal telephone line, and 
works out at about three lines of 
text on the Spectrum screen per 
second. 

The V.21 standard is used by 
most hobbyist bulletin boards 
and on-line services, if you want 
a modem to talk to these chaps 
t h en it must be able to adopt th a i 
standard {neither the VTX or the 
Protek can I . The mosl widely 
used standard now being used 
by Spectrum owners, due 
largely to Micronet, is the 1200/ 
75 baud V 23. This is the 
standard adopted by Prestel 



which sends frames at 1200 
baud and receives instructions 
at 75 baud. It was this standard 
that the VTX and Protek 
modems were designed to use. 
Some bulletin boards cater for 
1200/75 communications, how- 
ever, and user-to-user commun- 
ication is also possible with 
these modems. 

If you have a burning desire to 
go truly international and com- 
municate with systems in the 
USA or Canada, then you will 
have to consider yet another 
range of standards. The Amer- 
ican Bell 103 is similar to our 
V.21 and the Sell 202 is like our 
Prestel (V.23} standard except 
that Bell uses different pitches to 
CCITT systems. Modems are 
around that can switch between 
all these different standards — 
but at a price. We hope to bring 
you news of one of these, the 
new Miracle Modems Spectrum 
version soon, There's no point 
on lashing out on super whizzo 
(and expensive) hardware if 
your main interest is in talking to 
Prestel and Micron ex, however. 

Apart from the communic- 
ations software needed to drive 



the modem itself and sort out 
such housekeeping problems as 
word length and parity so that 
the receiving modem on a sys- 
tem is sent what it expects ro 
receive, a further problem can 
arise from lack of compatability 
with software. Clearly the com- 
puter that you want to talk to and 
your computer both need soft 
ware to organise a multitude o( 
functions be it simply transmit- 
ting chunks of text to another 
computer or sending a message 
to a mailbox on a large system. 

The problem is that each com- 
puter has a different view of the 
outside world, For example, 
problems may be caused by 
incompatible character sets. 
Prestel would never understand 
what a Spectrum SYMBOL 
SHIFT keypress was meant to 
mean, but software converts it 
to be sent as a star — that's fine 
because the Prestel machine 
knows that the star means an 
instruction is on it's way. Saves 
a tot of argument and down time 
with grumpy computers does 
the software. 

Remember that no matter 
how smart a modem is r without 
the software it s just a pile of 
chips and capacitors. The soft 
ware that comes with the VTX 
and the Protek modems is able 
to convert the Spectrum's 
output into a form understood 
by Prestel and a few more 
clever tasks besides. 



The Prism VTX 5000 
Supplier: Modem House. 



This modem really seems to 
have become the standard for 
clever people {a recent survey 
shows that most clever people 
own Spectrums Source: S£QS 
1985}. The principal advantages 
with the VTX are two fold. Firstly 
the software is held on ROM 
(read only memory} which 
means the machine is raring to 
go on power up so time is saved 
especially when, as often hap- 
pens, your connection with the 
mainframe is broken and you 
have to re-set the Speccy, The 
second advantage is that the 
modem is hard wired r plugging 
into the phone socket and then 
the phone plugs into the back of 
the modem. This greatly 
reduces the chances of the 
modem being interfered with by 
outside noises! The software 
has most of the functions that 
you could need including auto- 
matic log on and off. Micronet 
frame s can be saved to tape or 
micro-drive and printed out, you 
are able to download the soft- 
ware or compile messages off 



line loaded to tape ready to be 
sent when you are on line. The 
VTX can be used as a user to 
user modem to allow you to 
communicate with other users 
so long as the same V.23 stand- 
ard is observed. Other software 
is available for the machine 
which allows you contact data- 
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□ GETTING IT ON 
MICRODRIVE 



Interface 3 

Supplier: Evesham Micro 
Centre 

Retail price: £39.95 

By now you will have seen a few 
ads from the chaps at Evesham 
Micro Centre claiming that they 
can sell you a machine that 
transfers any program to micro- 
drive, Well we wouldn't blame 
you if you took it with a bucket of 
salt: We did. I mean to say trans- 
fer $ny software, get past alt 
protection r come on cnaps 

Evesham Micro are not exagger- 
ating, Interface 3 will load every 
game from tape to microdrive, 
with no exceptions. CRASH 
technospert Franco Frey tells me 
lhat the actuat electronics in the 
box are pretty old hat, not rosay 
cheap, but the way the thing has 
been worked out makes rt a 
masterpiece. To transfer (please 
note fanatical avoidance of the 
word copy!) a program follow 
nine simple steps; 

I Attach Interface 3 to Spec- 
trum 

2. Load game 

3. Find piece in game wherp it 
naturally pauses 

{eg stops to drsptay 

score) 

4. Push red button 

5. fnsen blank tape and hit an y 





key 

fi. Watch fife save 

7, T&ke off interface and load 
the transfer so ftw&re 

fit, Follow prompts to toad the 
game file 

ft Follow prompts to save fite 
with new header to microdrive. 

That's it The whole operation 
can take less than fifteen min- 
utes and what you get at the end 
is a perfect microdnve version of 
the game that starts from where 
you stopped it. 

The device is totally passive 
until you press the button r so no 



aame can detect its presence, 
one of those smart anti- 
hacking methods will work be- 
cause you don't have to load the 
game from the start — so they 
may as well not be there. 

The software supplied with 
the interface even checks 
through the loading screens for 
hidden machine code, if there 
isn't any then why waste space 
saving the pretty piccy? One 
other useful little trick the box 
can perform is to take a snap- 
shot of whatever is on the 
screen. When you press the but- 
ton, that screen is then saved as 



a SCfiEENA. 

At nearly £40 Interface 3 is a 
considerable investment but as 
it seems to beat all other transfer 
systems hands down it is a cert- 
ain method of getting your fav- 
ourite games onto microdrive 
and thus onto your computer in 
a much faster time. Since you 
have paid out so much for those 
anyway, and many software 
houses seem to do little to help 
you utilise them, it must be 
considered a worthwhile invest- 
ment. 




bases and bulletin boards that 
use the same speeds but trans- 
mit text in an rolling form as 
opposed to screen by screen. 
Specnet by Stephen Adams 
costs £5.95 and a similar pack- 
age by Stephen Gold can be 
downloaded from Micro net for a 
small charge. 



The Protek 1200 Supplier: 
Protek and high street shops 
Price: £33.95 

The battery powered Protek 
machine is £10 cheaper than the 
VTX f but it presents the disadv- 
antages Of having to load the 
software into your machine 
before you can go on line. Also, 
the modern is acoustically 
coupled, which can give you 
some very undignified mom- 
ents as you try to squidge your 
handset into the two rubber 
cups, If you have a trimfone or a 
phone in a style other than the 
traditional one then forget it but 
being battery powered he 
modem has certain portability 
advantages (only really edvant- 
ageo us w he n you get your Spec- 
trum running off batteries too, 
though!) While the software is 
as useful as that of the VTX it is 
not as easy to use since some 
functions require you to load in 
the odd chunk. If you want to use 
the modem user to user you 
have to agree which one of you 
is to be the original sender and 
who is to receive and then load 
in the appropriate code. With the 
VTX modem you only have to 
slide a switch 



Conclusion 

In my opinion the extra £10 for 
the VTX modem is more than 
justified. It is easier to use and 
Sim pie to set u p P it is m o d erately 
idiot proof as well as being neat 
and tidy when in operation. The 
only advantage that the Protek 



may have is that the acoustic 
coupler could, in theory be used 
with any computer that can 
supply it with RS232 input pro- 
viding you can write, buy or 
scrounge the appropriate soft- 
ware to a rive IT. 
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FRANCO FREY, now fast becoming a leading authority on how to draw things on a 
computer screen, concludes his review of the Creative Sparks utility that aims to turn you 
into an artisitc genius. . , . 



LEONARDO PART2 

Having got rid of the general drawing facilities of LEONARDO in the 
last issue of CRASH, several of the more exotic routines such as 
windowing and the programmed drawing facility can be examined. 
Leonardo must be the most comprehensive drawing utility for the 
Spectrum, offering a multitude of options which might or might not 
prove useful to the user. Careful examination should avoid any 
disappointment as to how useful all the various functions are and 
should also provide some help in assessing the performance of the 
competition. 



WINDOWING AND 

PICTURE 

ELEMENTS 



A window may be defined in the 
picture by setting the two 
opposing corner points of the 
frame The lower left ccrner is 
set in cursor mode by pressing 
key 2 with the cursor in the 
desired position, the top right 
comer with key 3. Tq display the 
edge of the window key 4 will 
provide a black frame. Key 6 will 
save the window element into 
the computer memory as pic- 
ture number 1. To recall at a later 
stage the stored picture, key 4 
will reveal the window. Key N is 
pressed and the desired picture 



number entered. The program 
then prompts for the display 
mode. This can be either print, 
add, common or difference, 
executing either replace, logic 
or, logic and and exclusive or 
operations with the existing 
pixels within the window. The 
different modes provide inter- 
esting effects and these can be 
used to advantage. For example 
logic and (common) can be used 
to fill solid objects on the screen 
with any pattern created and 
saved as a window. The picture 
element can be used as a brush 
by setting the x and y steps to 
the same width and height of the 
picture element and after having 
pressed L and toggled the 
joystick button or 0 the pattern 
can be painted by moving the 
cursor over the screen. 



MAGNIFYING 
PARTS OTHER 
UTILITIES 
CANNOT REACH. 



Magnifying makes use of the 
windowing technique. Only a 
small area of the screen can be 
magnified. The program will 
warn the artist if the area select- 
ed is too big. Placing the cursor 
at the lower left comer and 
pressing D, moving to the upper 
right corner and pressing 0 
again will locate the area to be 
magnified. The cursor is posit- 
ioned in the receiver area and 
shift D will initiate proceedings 
Prompts for x and y magnific- 
ation factors must be answered 
I and the program will copy the 




designated window in magnif- 
ied form. By magnifying onto 
the original window area the 
process can be repeated several 
times. 



UDGS AND 

PRINTING 

CHARACTERS 



UDGs are created in pi*el cursor 
mode with the use of the plot- 
ting or drawing techniques 
described in part one. Once the 
graphics have been created, the 
cursor is positioned at the top 
left corner of the area to be 
stored and the cursor step rs set 
to 8 wide by S deep. After press- 
ing key T trie program prompts 
for the memory location of the 
UDGs. This can be either in the 
Spectrum's usual UDG area A - 
U, or into the main store which 
can hold up to 774 characters 
(select any of 1 - 774 start pos- 
itions). X and Y block size is 
asked for and the graphics are 
copied into memory. To display 
the UDGs character cursor 
mode must be selected and 
characters printed in graphics 
mode. This can be done with key 
P F which sets a line of text or 
UDGs that is repeated iy printed 
at the cursor position, or key L 
which prints a block of UDGs in 
various ways on the screen. The 
function prompts for the UDG 
memory area (A-U or 1-774) and 
the block size. The block can be 
inverted horizontally, vertically 
or not at all by answering 
prompts and similarly rotated 0, 
90; 130 or 270 degrees clock 
wise. In fact by combined use of 
Save UDG and Print Block any 
area of the screen may be in vert- 
ed and or rotated, 
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PROGRAMMED 
DRAWING 



Leonardo provides a routine 
drawing of figures and patterns. 
This programmable feature 
provides the facility for drawing 
patterns and shapes, singly or 
repetitive at linear or nonlinear 
scale expansion, translation and 
rotation. Key E displays the 
Draw Table, The Table displays 
all the parameters which can be 
set and is also a menu of avail- 
able options within Program- 
med Draw. Each parameter can 
be set in turn or skipped with 
Enter. Scale sets the initial scale 
factor for the first drawing oper- 
ation with the beginning point 
as origin. Scale increment *sthe 
amount added to the X and Y 
scale factors after each drawing 
operation. Start gives the relat- 
ive position to the beginning 
point of the start of the next 
drawing process. Link is the 
point relative to the start point 
from which successive drawing 
operations take their beginning 
point Displacement is the absol- 
ute displacement for each suc- 
cessive drawing operation. Rot- 
ation is the initial rotation in 
degrees of the first drawing 
operation clockwise about the 
beginning point Rotation incre- 
ment is the additional amount of 
rotation to successive drawing 
operations. Cycles is the 
number of drawing operations 
to occur automatically. Three 
different brush modes may be 
used. A (Picture) is used for pic- 
ture mode and the picture 
element together with the mode 
of drawing (print, add, common 
or difference) has to be entered, 
B (Coords) is used for figure 
mode and the first and last 
coordinate pairs to tie used from 
the Figure table for the creation 
of the figure. The Figure Table 
contains up to 10 coordinate 
airs, so that quite complex 
ase figures may be used. The 
Figure Table may be called up 
with I. C (Brush Mode) is the 
mode in which a rectangular 
brush is used if Brush is select- 
ed. The brush size is determined 
by the scale factors and the 
mode can be set independently. 
This can be Plot Unpfot or 
Invert. 4 drawing modes may be 
selected. D (Line} will join each 
cycle with a line, E (Figure) will 
draw the defined figure at each 
cycle of the programmed draw. 
F (Picture) will deposit the 
defined picture element at each 
cycle of the function. G (Brush) 
will draw the rectangular brush 
at each cycle of the prog rammed 
draw. Last there is a Reset opt- 
ion (Hi which will reset the first 
eight parameters to their initial 
values. Although complex, the 
programmed draw option is 
quite fun to use and easily 
learned. The complexity will 
guarantee some rather fancy 
looking graphics, especially if 
enough time is spent playing 
with the various parameters. 



SCROLLING 



Leonardo provides the facility of 
scrolling the entire picture or 
only the part within a window, 
Scrolling in any direction may 
be accomplished by scrolling in 
several steps. Picture and 
attributes are scrolled individ- 
ually. Scrolling the entire picture 
may therefore be useful for settl- 
ing attribute border probiems. 



TEXTURE 



Cover is a function which gener- 
ates interesting texture. It uses a 
scrolling technique. The picture 
is scrolled a distance and in the 
direction chosen, and copies 
itself repeatedly filling to the 
edge of the screen. The entire 
screen or only the pixel window 
is covered' upon selection and 
after giving the direction of the 
scroll movement the repetition 
interval must be entered. 



IN CONCLUSION 



Leonardo has a tremendous 
amount of functions to offer and 
anyone with the doodle bug will' 
get lost m the maze of options 
provided in this package. The 
Programmed Drawing feature 
alone can keep anyone awake 
for several nights. As a serious 
screen development tool for 
professionals the program is too 
fancy. Here Melbourne Draw 
with the excellent magnifying 
option for detailed pixel work is 
still unbeatable. But Leonardo 
aims at a very different user, By 
providing an immense amount 
of special functions Leonardo 
can be seen as a game in its own 
right, where the user takes a 
very active and creative role, 
Leonardo is veiy user friendly 
with its many menus and tables. 
Loading, saving and creating 
pictures, UDGs or non serenn 
graphics is straight forward and 
there is a prompt round every 
corner. Leonardo uses a 



signalling system to inform the I 
user of the program's condition. 
Whenever operating, the 
program draws a colour coded 
strip to indicate the state of 
affairs. This is especially useful 
for the programmed Draw 
mode, leaving no doubt as to 
whether something awful has 
occurred or not. The 100 page 
manual is written as a straight- 
forward introduction to all the 
operations and functions of 
Leonardo with extensive exam- 
ples on the Programmed Draw 
mode. Now, what about ail 
these competition entries 

Program: Leonardo 
Producer: Creative Sparks 
Memory required: 4SK 
Retail price: £9.96 




□KEEPING UP WITH 
THE SIDses 



The DkTronics three channel 
sound synthesiser is a fairly 
nifty little gadget which, for £30- 
odd, upgrades your standard 
BEEPing Spectrum to a machine 
with sound capabilities compar- 
able to those on a BBC or 
Amstred, Based on the AY-3- 
8972 programmable sound 
generator chip, the unit comes 
complete with a plug-in speaker 
and cassette based software to 



get you started, 

The chip itseif 



has fourteen 



registers, which may be access- 
ed from the BASIC 'OUT' com- 
mand, and sounds may be con- 
trolled on the three channefs 
available. This direct approach 
is probably not tor the beginner 
and to avoid total despair on the 

Eart of the new user Dk'Tronics 
ave thoughtfulfy written some 
software which allows you to 



interact with the chip by driving 
a cursor round the screen. Dis- 
played options may be selected 
with a single key press — or by 
pressing "fire' if you've added a 
Sinclair or Kempston joystick 

Adding a joystick is advisable, 
as it makes programming sound 
effects from the screen menu 
simplicity itself, as the software 
is really very slick, taking the 
pain out of experimentation and 



TTt* DfeTrxmics Sound Gomrmtar mterfaM. hiding a 
what appaars ftjJhe n converted 6*rjfmfc«r. , . . 
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a I fo wing the complete novice to 
Start making a respectable 
racket very quickly I 

Using the demo Music Des- 
igner software, you are able to 
program up to three tunes (or 
sequences of sounds), using all 
three? voices simultaneously and 
'record 1 them into memory. 
Once you've set up a voice with 
the associated parameters of 
waveform {either tone or noise), 
enveloping, attack and decay 
and shape, notes may be enter- 
ed into memory by moving the 
cursor up and down a keyboard 
displayed at the base of the 
screen and pressing fire' to 
enter a given note. As each note 
is added to your growing comp* 
osition, it is played back to you, 
and a simple editing function 
allows you to space back to the 
last note added to the stream 
and delete or change it, 



phones. Connecting the output 
to your stereo is also a viable 
option, especially if you want to 
hear the delicacies of the env 
elope shaper, but be carefuL ft 
would be fairly easy to damage 
your speakers if you don't watch 
the volume (ever. 

From the musical point of 
view, the unit is definitely a lot of 
fun, but it is not really capable of 
generating the more complex 
sounds that a musician might 
expect. The attack and decay 
isn't quite true to form, altering 
the pitch of sounds rather than 
the amplitude (volume), which 
is a little naughty, and not the 
way a true music synthesiser 
works. Similarly, the manner in 
which the wave forms are man- 
ipulated by the envelope is inter- 
esting, but not really conducive 
to really first rate music 
synthesis. 




The titto screen from tha Sound 
Plug 5 joystick in md drive the cursor around to 



Thf! instruction booklel that 
comes with the unit is the tiniest 
bit impenetrable, but all the inf- 
ormation you might require to 
program the unit directly is 
there. A iittte time spent experi- 
menting with the demonstration 
software would certainly pay 
dividends if you wished to delve 
into programming the sound 
chip directly. Most people would 
probably be quite nappy to stay 
with the software supplied. 

One minor niggle with the 
program is the fact thai you 
cannot immediately hear the 
effect of changes you make to 
the wave formations — it's nec- 
essary to keep scampering 
down to the screen keyboard 
with the cursor to play a note, 
which can get a bit frustrating. 

The unit itself, quite naturally, 
fits onto the edge connector, 
and sound is output via a mini- 
jack socket on the top of the unit, 
which has a little volume knob 
for you to twiddle, Don't be sur- 
prised if you soon get disapp- 
ointed with the effect of twiddl- 
ing this knob when the speaker 
suppl ied is con nected — the out- 
put level is little short of wimpy, 
and is better suited to head- 

96 CRASH Juiy 1985 



To be perfectly fair, the unit is 
sold and described as a sound 
synthesiser, and for the purpose 
of experimenting and gener- 
ating interesting sounds (which 
may be incorporated into your 
own software!, the package rep- 
resents good value and well 
supported by the Music Design- 
er software. If tuneful and more 
complex sounds are your goal, 
the DkTronics package could 
prove a bit of a let down. 

However, if you ere thorough 
ly bored with the possibilities of 
BEEP, and want to go a stage 
further in computer sound 
generation, the facilities offered 
By the sound Synthesiser will 
allow you into the same teague 
as BBC and Amstrad owners. If 
you ready want to be a computer 
musician, then there's probably 
not much of an alternative to 
lashing out on a Commodore 64 r 
which contains a very smart 
custom sound chip by the name 
of SID! 




INTERFACE 
WARS! 




Th* SLOMO Pflca*etter. slow motion _ 
inriicrtor and Kempston Protocol far £f 4. 
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Well; we were right! Nfdd Valley 
Micro Products were in touch 
with us shortly after they read 
the review of DkTronics' speed 
controller in last Niche to let us 



know; about their two products, 
and Program- 
mable Pacesetter. 



the Pacesetter and 



They also asked us to point 
out that SLOMO will crash some 
programs if freeze frame is hetd 
for too long on some Spectrums 
as the memory refresh cycle is 
affected — but then so will the 
DkTronics unit we are told. Nidd 
valley also mentioned that they 
have a Patent application pend- 
ing on the device which could 
mean that someone might just 
end up infringing their Patent 

rights 

Nidd Valley also pointed out 
that their SLOMO and joystick 
interfaces are Quickshot II com- 
patible, which it appears, the Dk 
device isn't. 
The basic Pacesetter has the 



LED that Dk's couFd have done 
with to Jet you know when the 
SLOMO was active, and res- 
ponds to the Kempston proto- 
col. All this for £14,95. 

The Programmable version, 
as its name suggests, a I lows you 
to program the joystick move- 
ment keys into rts memory, and 
has the same SLOMO controls 
as its little brother — E2995 for 
that one, 

Interested parties may contact 
Nidd Valtey Products Ltd on 
0423 8644S8 

•Not to be left out, Datel Elec- 
tronics announce their switch- 
able joystick interface, which 
accepts Kempston, Cursor and 
Sinclair Interface 2 protocols, as 
well as the rapid fire feature of 
Quickshot 2 type joysticks . , , 
£12.99 for that little black box of 
goodies, They live on the end of 
0782 273815 
Ever felt spoHtfor choice? 
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FOR SOME TIME now one aspect of adventuring has become ever 
more prominent in my mind as I've walked through a local park. This 
park has a river flowing through it, buildings of some interest, both 
genuine historical structures and more fanciful follies, alongside the 
tra d it rona I embetl is h m ents of a city pa rk — layers of f lowe rs of every 
hue lining sinuous pathways What struck me on my stroll was the 
realisation that every device needed to fill en adventure Fay not in a 
darkened room festooned with the latest bits of microcomputer 
hardware, but out there in the sunshine and sudden summer rain- 
Why not base an adventure on this very park? This pot me thinking 
about adventuring and microcomputing and where it was all going, 
Why indeed had adventures come to be based upon myth, legend 
and fantasy when they could concern themselves with the real world 
and all its infinite variety and natural abundance. 

I noticed a little while ago an artist featured in CRASH went to all 
the trouble of obtaining a real specimen before attempting to draw 
an ant. Rightly, the artist judged no better feel for the subject could 
be infused into his work than that derived from the real thing. So it is 
with novelists. Authors, even when they can't visit the real location 
which provides the backdrop to their book rely upon the most auth- 
entic second-hand accounts they can find, such as tourist guides, 
street maps and other novels, and by so doing, enrich the final draft. 

Adventures, untif greater memory and perhaps finer resolution 
can produce more meaningfuf graphics, are closely related to the 
short novel and it is nothing short of amazing that no-one has 
attempted to write an adventure which deals with a real life structure 
or situation. Surely there is an area between frivolous amusement 
and erudite education where microcomputing can play a part in 
broadening our whole perception of where studying and work finish 
and leisure and relaxation begin? It seems only fair that micro- 
computers should cushion the bumps along the road of social up- 
heaval which leads to the revolutionary world of computers and 
robots (remember them? They were all the rage on Afternoon Plus 
about two years ago when discussing the future seemed like a good 
idea). 

How about an adventure where the subject matter concerns itself 
with a real Scottish castle and a story which gives an authentic 
rendition of its history? Or perhaps it could traverse a real park (say 
Hyde Park in London, Central Park in New York or your local 
Jesmond Dene) whereby at the end of the adventure the player has 
not only enjoyed an entertaining game but has also picked up the? 
rudiments of some tourist spot. 

Two games this month had me thinking evr?n more about the 
possibilities. Although I do not know for certain, 1 think an 
Arendarvon Castte does not truly exist in NW Scotland, and when 
considering the layout of the submarine in Sub Sunk I find it hard to 
believe the author has consulted any reputable works on the subject 
of submarines or their internal design. It is hard to imagine indeed 
any author embarking on a novel concerning submarine warfare 
without first consulting the facts so freely available to anyone with 
the time and tenacity to unearth them. By and large, considering the 
high standard of published novels, most authors look on research as 
an essential prelude to writing itself. It is my hope that adventure 
authors will consider carefully their subject matter and whal refev- 
ance it might have. 



Producer: Deft a 4 
Software 

Retail price: £5.95 
Language: Quill & 
Illustrator 
Author: Fergus McNeil 

When I was at tech college 
taking one or two A levefs 
{makes them sound like long 
cool drinks which in many ways 
is what they were) 1 remember 
some member of an adjacent 
peer grouping going on about 
some great book he had just 
read entitled something Mke 
J Bored of the Rings' which app- 
arently was a send up of the 
Tolkien classic, I was at that age 
(and a good age, me thinks) 
when things like Tolkien and 
Star Trek were such bril[iant 
stars against the dour backdrop 
of everyday existence {activities 
like hoovering corduroys and 
searching for green biros that 
work) to denigrate, such was the 
esteem in which they were held. 
Of course the years have 
brought their changes (I now 
regard hoovering corduroys a 

Eerfectly respectable recreation \ 
ut my increased background 
Cynicism only gently impinges 
upon These great works as I still 
largely regard them as timeless 
classics (Tolkien the incongruity 
of believable fantasy, Star Trek a 
fresh, scientifically optimistic, 
lookatthefuturel. 

Now you're thinking, this can 
hardly be a kindty introduction 
to a game which satirises Tolk- 
ien's greatest work. Well, des- 
pite early reservations, I can say 
this game is mostly amusing., 
which you might expect, but fur- 
ther, is I rue enough to the orig- 
inal to be an interesting version 
in its own right. To summarize, 
all the names have been 
changed but the story's the 
same. The booklet which 
accompanies the program is 
broader, parodying other such 
guides which accompany other 
such programs. The Foreword 
and Prologue are disarm ingty 
honest concerning the beginn- 
ings of this work. 



One or two facets of this game 
mark it out in my mind. One is 
the submission of my review 
game on a microdrive — the first 
so far — and with the occasional 
shove in the right direction it 
performed just fine {elaborating 
on these shoves, however, 
might weaken microdrive 
sales) 1 Another is a letter from 
Fergus McNeil of Delta 4 to 
Ltoyd, the man who gets the 
grams, which isabout as friend- 
ly as my bank manager s asking 
me if I shoufd like to J service r my 
overdraft. Al! is sweetness and 
roses when Lloyd gets a ment- 
ion but I am made out to be the 
uncaring oaf who delights in 
stamping on any game that 
doesn't come up to the mark and 
pressing it firmly into the sub- 
stratum, The annoying thing is 
it r s all true! 

Despite the above, and the 
mention of a rlvai magazine in 
its HELP reply (not many rivals 
left now) this game has got that 
little something going for it. The 
redesigned character set is 
attractive, the pictures are gen- 
erally passable and more impor- 
tant; quite fast [though the first 
is remarkably simifar to that of 
The Hob b it — no — identical 
were it not for the chest ( and the 
storyline is certainly a very full 
computer version of the original 
Tolkien classic By the way, 
mentioning the Bored of the 
Rings book is no less than in- 
flammatory given the afore- 
mentioned letter's express 
desire not to be associated with 
the Harvard Lampoon book — 
whatever that may be. 

Working qui how the Bored 
names (end I exclude the myst- 
erious Judith who seems to crop 
up everywhere) relate to Tolk^ 
ien r s provides much humourous 
diversion. Can you sort out 
some of the following? — Fordo, 
Bimbo. Spam, Pimply, Murky, 
Tom Bumbadil Place names get 
the same treatment with a 
Brandname Bridge, for exam- 
ple, looking remarkably like the 
Forth bridge. Other abbrevia- 
tions include a Farmer Faggot's 
Triffid Farm and a trendy boddy- 
popping barrow wight. 

Starting the game you are 
quickly introduced to the hum- 
our which pervades the whole, a 
gentle lampooning which keeps 
lo the character of the Hobbit 
world itself Bimbo disappears 
with a large explosion killing 
several of his boggit guests 
while a little later Bimbo and 
Gandalf discuss the small task of 
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ridding themselves of the ring 
. . . and so well need to get 
some dense lemming to take it 
and dump it where old eyeball 

can't get it Hi ey both looked 

at Fordo'. An aspect of play 
really strikes home early on — 
the fact that copious amounts of 
text can be produced simply by 
pressing any key. This, I am 
sure, is all part of the send up 
and makes the game all the 
more humorous for it. Nothing 
quite bests .that faintly ridic- 
ulous feeling you get on discov- 
ering how the game allows you 
onward no matter how clever (or 
dismal) your attempts — I only 
hope telling you about this 
won't detract from your own 
feelings of embarrassment. 

Bored of the Rings is not as 
boring as the title might suggest 
and has obviously been con- 
strued by a programmer who 
enjoyed Tolkien s original. Its 
humour is directed both at the 
world of the hobbit (or boggit in 
this case) and more broadly at 
the whole adventure fraternity. 
Being someone who has been 
known to laugh at himself for 
example, when munching mint 
peas and contem plating a pile of 
screw- in light bulbs, I welcome 
the opportunity to faugh at the 
whole fantasy /adventure world 



in a way which remains true to 
that world. As if checking the 
internal temperature of a thick 

f)izze with a carefully inserted 
ndex finger (why does this col- 
umn always degenerate into 
food)? I make a habit of prod- 
drng my way into the uncharted 
depths of an adventure. This one 
has three parts. Probing part two 
I found much to command con- 
firming what I had suspected — 
this game has been dutifully 
constructed and carefully 
finished. 



COMMENTS 



Difficulty: mostly quite easy 
Graphics: a few but not 
particularly good 
Presentation: nice redefined 
character set and colours 
Input facility: basically 
verb/noun 

Response: instant, except 
where pictures are drawn 
Genera I rating: quite good 

Atmosphere 8 

Vocabulary; 7 

Logic: 7 

Addictive quality: 8 

Overall vatue 7.5 



TINDER- 
BOX 

Producer: Gremlin 
Graphics 

Retail price; £4-95 
Language: BASIC 
Author: Colin CChadburn 

Tinderbox is a Softard support- 
ive product produced by (grem- 
lin Graphics. All profits will be 
donated to the Ethiopian Relief 
Fund. The game comes com- 
plete with a whole storybook on 
tape and has options to select 
the colours on screen and 
whether or not to display the 
pictures. 

Tinderbox is a fairytale adv- 
enture very much aimed at a 
young audience and is the story 
of a common foot-soldier and 
his rise to become the husband 
of the beautiful princess, 
Rowdlld- On one side of the tape 
the whole tale is laid out before 
you so making the game itself 
that much easier and tells of 
how Tom, the wounded foot- 
soldier, leaves hospital with 
only a sword and five golden 




guineas to hfs name. Toyfng 
with the idea of turning in his 
sword ai the pawnbrokers he 
begins to wish he d listened to 
his mum and become a Civil 
Servant. 

A fortune teller is much dis- 
turbed by his presence as 
legend has it that the princess, 
the king's pride and joy, will end 
up the bride of a common font 
soldier, Tom, naturally enough, 
thinks this not such a bad turn of 
events and decides to do his ut- 
most to make the prophesy, and 
his dearest wish, come true. 
Crucial to his success is the 
witch's tinderbox which magic- 
ally controls the ferocious 
hounds. Winning first pri^e in 
the local archery competition 
impresses the Captain of the 
Royal Guard and wins him a 
magnificent lute with which he 
serenades the princess, winning 
her undying admiration. But 
how to exile the king to an 
island, and how to escape the 



— 



utility 



The Quill 

' ■ J 




& The Illustrator 



The Graphic 
Adventure Writing System 

For The 48K Spectrum 

The Quill £14.95 The Illustrator £14.95 



cilsott 

30, Hawthorn Road 
Barry. South Glam 
0446 - 732765 




From Computer shops Nationwide 
Or direct from us by post or phone 
Credit Card Order Line Staffed 24 Hours Daily 

0222 - 41361 Ext 430 



CRASH July 1985 101 



iail are problems which lie 
between him and the glorious 
wedding. All obstacles are over- 
come in the end and Tom be- 
comes the Prince Regent, help- 
ing the princess in matters of 
state and ending the king's des- 
potic rule over the land, 



COMMENTS 



Difficulty: very easy .aimed at 
the younger adventurer 
Graphics: very small graphics 
on some locations 
Input facility: verb/noun 
Response: reasonable 
General rating: one of the very 
few adventures catering for the 
younger player. 

Atmosphere 7 
Vocabulary 6 
Logic 8 
Addictive quality 7 
Overall value 7 



AREN- 

DARVON 

CASTLE 

Producer : Add i so rv 
Wesley Publishing 
Company 

Retail price: £5.95 (Book) 
£5.70 {Casstte) 
Language: machine code 
Authors: Hal Renko,Sarn 
Edwards & Arend 
Rertsink 

Playing adventure games can 
become quite monotonous at 
times when each has the same 
ingredients and, in some cases, 
the same problems. So it was 
with a certain especial relish I 
loaded up this game which 
promises something a little 
different from the rest The point 
is this game is so different that 
for E5.95 you don't load it up — 
you type it in! It fs a book (or just 
a book if you want to be derog- 
atory about ilK However, shoufd 
the thought of typing machine 
code listings into your Spectrum 
fill you with horror, you can 
additionally buy a cassette with 
the programming already done 
for you. Hence we have a Micro- 
world Adventure for the ZX 
Spectrum from the book pub- 
lishers Addison-Wesley with an 
International Standard Book 
Number. 

This game is a noble attempt 
to totally immerse the player in 
the world of Arendarvon Castle 
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supposedly situated in th* far 
NW of Scotland, You play the 
role of a journalist who has dis- 
appeared while investigating 
the strange past of the castle. At 
your disposal are the numerous 
newspaper cutting's and mag- 
azine articles detailing its mys- 
terious past along with a guide 
which includes detailed pictures 
of both the inside and outside of 
the fortress. Set against the des- 
olate, barren but wildly beautiful 
highlands the castle is at once 
imposing, impregnable and 
invincible. 

The rather substantial and 
Crisply produced book contains 
a great deal to keep the player 
occupied for some time. A brief 
introduction leads you on into 
the journalists article itself 
which tells of how the journalist, 
speaking aloud a timeless 
riddle, finds himself transported 
to the castle within — a world of 
magic and wondrous happen- 
ings. A talt man dressed in a 
fantastic cloak and tall hat 
speaks to the journalist with a 
rich musical voice, it is Zazar the 
Great, most powerful of the 
ancient Order of Magicians. He 
relates how by uttering the 
riddle aloud the journalist has 
committed himself to a quest 
beyond his imagining. 'Your 
task is this/ he goes on, 'to re- 
trieve the all-powerful cube of 
magic and the subtle spells 
associated with if. The balance 
in equilibrium between the 
simple laws of Earth Science 
and the higher laws of alchemy 
can only be restored by regain- 
ing the cube of magic. 

A Guide to Arendarvon Castle 
follows detailing its history 
along with the pertinent facts 
concerning The Library, The 
Armoury, The Bedroom, The 
Great Hall, The Chapel and The 
Sitting-Room. Reading these 
sections is vital for your under- 
standing of this game as within 
is much that will help you distin- 
guish those areas most helpful 
to your quest. A whole section is 
devoted to James Douglas, a 
most celebrated sorcerer and 
instrumental alchemist, who 
once inhabited the castle and 
created the magic sign and 
alphabet where the letters them- 
selves are a reservoir of The 
Force. 

The second part of the book 
concerns itself with playing the 
adventure and begins with a 
super summary of the difficul- 
ties crafting an adventure game 
can present, the chief one being 
communication This project 
has chosen a sensible solution 
to the user-friendliness prob- 
lem; it lists very precisely which 
words can be used and how and 
when they are most useful. A 
definitive list of B spells (eg Rev- 
eaL Charm, Disclose) is followed 
by the commands listed under 
subheadings such as Door- 
Handling Commands (Open, 
Close, Lock, Unlock, Strike) and 
0 b ject ■ Ha nd ling Comma nds 
(Take, Drop, Give, Put, Strike, 
Use). Each of these words is 



given the full treatment in order 
to dispefl any remaining ambig- 
uity. How about this description 
for TAKE. Syntax: Objevt-dass, 
Effect: The object comes tnto 
your possession, on condition it 
is not too heavy for you to carry, 
if it is a fluid, you drink it; if the 
object can be worn you put it on, 
Examples: take sword, take (he 
coat. This detail is shown for 
each and every word which can 
be used in this adventure and 
although it may seem at first 
long-winded proves in practice 
to add considerably to its play- 
ability. 

If you know anything of my 
views of adventuring you might 
guess that I most welcome this 
kind of detail. it releases the 
players from hours of tedious 
word-matching and gets them 
straight into the more enjoyable 
aspects of exploring the fantasy 
world before them. It is some 
indication of the thought put 
into th is game when the authors 
have tackled the absurdity of 
being able to pick up objects of 
varying weights with the same 
ease. Here this problem is 
tackled by insisting on a consid- 
erable forfeit of strength when- 
ever a heavy object is picked up. 
On buying this book a far more 
pressing problem may surpass 
all others, The task of typing in 
the program is an onerous one 
but is made more bearable hv 
splitting the workload up into 7 
sections, one for each day of the 
week, and an error-check which 
is better then that for BASIC. 

But of course, if you feel flush 
enough to pay Add i son -Wesley 
the additional £5.70 for the tape, 
you can enter the world of Aren- 
darvon Cast/e immediately and 
in the normal way. Incidentally, 
although the book is sold on its 
own, the cassette is not; this is, 
after all, an attempt to involve 
the adventurer in the process as 
well as the game. But the radical 
approach of this game and its 
unrivalled documentation may 
just make ihe program inputting 
labours worthwhile as the game 
has a special flavour and atmos- 
phere all of its own, Arendarvon 
Castte is only available direct 
from Addison* Wesley Publish- 
ers Limited, Finchampstead 
Road, Wokingham, Berkshire 
RG11 2NZ r telephone: 0734 
794000. 



COMMENTS 



Difficulty: moderate 

Graphics: none 

Input facility: verb/noun 

Response; instant 

Special features: program typed 

in from book (optional} 

General rating: quite good 

Atmosphere 8 

Vocabulary 6 

Logic g 

Addictive quality 7 

Overall value 7*5 




SUB 
SUNK 

Producer: Firebird 

Retail price: £2.50 
Language: Quill 
Authors; Peter Torrance 
& Colin Liddle 

Sub Sunk is one of two cheap 
offerings from British Telecom's 
Firebird label reviewed this 
month. This is probably the bet- 
ter of the two as it concerns itself 
with just the one immensely en- 
gaging activity — that of escap- 
ing from a sub sunk to the bot- 
tom of the sea by a surprise 
enemy attack. 

You are Ed Lines a reporter 
from the Seafarers Gazette on 
board the Sea Lion assigned to 
write an in-depth insight into life 
aboard a modern working sub. 
An alarm bell rings and before 
the sub can submerge the crew 
are overrun by the enemy who 
fail to find our intrepid reporter 
hiding under a bunk in the ward- 
room. Your prime objective now 
is to get to the telex room to 
send me message that will bring 
a rescue party. The message is: 
sub-sunk. 

Up and running, the program 
has an attractive appearance on 
a b/w TV, but bright white glares 
loo strongly on a colour set. 
Since this review is on the whoffl 
favourable let's just say I played 
the remainder on a b/w set after 
the glare of the coloured instruc 
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lions, and in monochrome, all 
looked well. For an inexpensive 
Guiiled game the graphics are 
presentable and sometimes 
rather good (as in the sickbay 
and the cold store). What's 
more r in places like the control 
room, with its sonar display {and 
bleeps), and in rhn reactor com- 
partment, the control panel$ 
show some life like the flashing 
control desks which lined every 
spare inch aboard the sub in 
Voyage to the Bottom of the Sea 
( Captain, a huge octopus has 
grabbed the ship — don't just 
stand there, melt 10 lbs of oil and 
serve with a little garlic ) 

I must say, for the asking price 
I thought this game wasn't at all 
bad. The logic required to solve 
one or two of the problems was 
thin in some places and suspect 
in others but anyone who has 
played many adventures can 
soon get that self-congratulate 
ory glow of satisfaction within a 
reasonably short space of time 
as problem after problem bites 
the dust The balance between 
getting somewhere and solving 
problems is about right and on 
your travels you will find much 
to keep you interested and ent- 
ertained. As you might guess 
the DDDeep FFFreeze 
CCCCom part mem is rather 
cccold, so much so you are 
quickly returned back to the Cold 
Store before you freeze to a 
block. Most of the res J is freely 
accessible right from the pff and 
almost all you care to examine, 
pull or otherwise fiddle about 
with causes something to hap- 
pen, or gives an opportunity for 
the program to show off some 
new witticism. In the torpedo 
handling area PULL LEVER and 
whoosh ! A huge column of air 
leaves the tube', In the Control 
Room EXAM SONAR to find 
'You're on the sea-bed matey!'. 
In the Navigation Area you can 
examine the map but the torn 
bits left reveal little that's intel- 
ligible. I can't remember a single 
location where something new 
wasn't discovered with onfy the 
most cursory poking around. 

Sub Sunk is a much fairer 
attempt to bring adventuring to 
the cost-conscious consumer 
than, say r the offerings from 



Scorpio reviewed earlier this 
year. The graphics are by no 
means minimal — in many loc- 
ations they add to the atmos- 
phere and make play more en- 
joyable. Almost everything can 
be examined and every lever 



THE 
HELM 




Producer: Firebird 
Retail price: £2.50 
Language: Quill 
Author: Simon Jay 

The Heim f a text -only Quilled 
adventure, is another Firebird 

fame on offer at a budget price 
he game's chief characteristic 
is a curiously verbose approach 
to the business of communic- 
ating with the player. These 
witty distractions dominate and 
dicta te the c ha r acte r of t he g a me 
and it is to the extent that you 
can stomach such incessant 
loquacity which will decide your 
opinions on this game. It is a lit- 
tle unfortunate the game com- 
bines such a windy style with a 
redefined character set which is 
so difficult to read along with 
curious colour combinations 
1 1 ike the dreaded red on black r as 
this slows the proceedings to a 
snail's pace. 

Whatever the criticism that 
can be levelled at the long- 
windedness of the dialogue it 
must be said this game has a 
distinctive flavour and it would 



pulled maintaining a high level 
of involvement throughout. Get- 
ting out of this submarine is a 
challenge and you could do a lot 
worse than devoting some of 
your Summer hols pocket 
money towards having a go. 



COMMENTS 



Difficulty : moderate 
Graphics: on some locations, 
relatively simple 
Presentation: poor, black text 
on white background and 
graphics scrolloff with text 
input facility: verb/ noun 
Response: instantaneous 
Special features: some sound 
effects 

Genera) rating: quite good 

Atmosphere 7 

Vocabulary 7 

Logic 6 

Addictive quality 7 

Overall Value 7.5 



be wrong to assume everyone 
wi 1 1 f i nd it too m uch totake Asin 
all comedy, some tines are really 
funny while others leave you 
non-plussed. To give you some 
idea of what you can expect here 
is a fair representation of some 
of the lines you will meet 

Upon further opticuiar con- 
templation of the immediate 
surrounding environment I find 
the following', 

What wouid you have me do 
next your Brillianceness?\ 

'Thy wish is my command 
your mast eminent eminence. 
The task has been completely 
completed Sire'. 

Give me your next wondrous 
command oh all intelligent one'. 

On cutting a rope loose you 
are greeted with r It drops to the 
floor with the distinctive sound 
that only a rope hitting the 
ground can make. Hit me with 
another gem!". When attempt- 
ing something foolish, like pick- 
ing up an object you already 
have you meet Far be it for me, 
a mere servant to criticise such 



an omnipotent one as you F but 
I've got that? or. Although your 
last command was intellectually 
superior, I was unable lo comply 
with it'. 

You see what I mean — it 
either drives you potty or you 
secretly find it rather amusing. 

It's not just the replies which 
get this treatment; how about 
this location description? 'I am 
standing on a vast mountain 
plateau with barely anything in 
sight worth mentioning except 
an old cigar butt (probably from 
the same not-so-litter conscious 
native as found elsewhere), and 
one Sree i probably not the same 
one as mentioned in the Coven- 
ant Chfonides)'. 

A lesser, but no less unusual 
feature of this game, is the 
sound, where typing a letter 
creates a noise not unlike thai 
emanating when a pacman 
gobbles a pep-pill while ENTER 
finishes it off with one reminis- 
cent of a pacman catching and 
munching a fleeing ghost. All 
part of the humour. 

There is a bit of the cheap 
game syndrome about this one 
which was not so apparent in 
Sub Sunk which keeps itself to 
the very precise task of escaping 
from a sunk sub. The Helm has a 
small sleepy village adjacent to 
a barren desert and all the envir- 
ons occupy just the one location. 
The overall impression is of an 
old fashioned game, the sort 
that was once play ed in order to 
gain experience of adventuring 
with the sure knowledge? th;i"t 
better was sopn to follow. 



COMMENTS 



Difficulty: quite difficult 
Graphics: none 
Input facility: verb/noun 
Response: mslani 
General rating: amusing 

Atmosphere 6 

Vocabulary 5 

Logic 6 

Addictive quality 5 

Overall value 6 




ADVENTURE 

TRAIL REVIEW 

RATINGS 



ATMOSPHERE : reflects quality ot 
tca^ion desc iplOh Si'td graphics and 
how POdtoly characters beha^ 

VOCABULARY : the rony felones!* d 
the HKabu&y and Inandgrmvol 
response Al *or<ls and associated 
Jopjftds «t| in kxaton 

j4A»H-npiliiw -L. Irdbui r-i .■ i d ■ -i 

*KfttripriQps finokjia be incxjflfcfl 

LOGIC; refleos cm? lege oF rne pr rjdteim 
oncouniBred and Attilhet or noty*w« 
Ikely tn be tutted wtlhotf warning or 
CharxflOl escape 

DEBUGGING; indicates IhaievEl of 
OTUl^roahng A program sjiouiri *y ii hr 
crashed simpty tiy m«k*X) an incort ec* 
entry or by prosing an unforiuna.!? 
ijumbinalJOTDH-^ys 

OVERALL : gonerai rating based an phot 
snc Hw tflher riflings BUT NOT AN 
AVERAGE OF THE OTbfER RATINGS. 
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ASHKERON! 



Producer: Mirror soft 

Retail price: £5,95 
Language: machine code 
Autnor: Tex gate 
Computers 



I suppose I could sink this review 
on its launch by saying some- 
thing silly like if you're bright 
you "I get the Mirror soft but. 
don't woriYr < won t say any- 
thing of the sort, 

Ashkeron rs notable for its 
huge size, its unique walk 
through graphic system which 
gives the reel of wandering 
through a castle, and also r its 
conspicuous lack of the kind of 
puzzles which so engaged the 
early adventurers weaned on 
Artie gam ..-j. However, this 
game is no walkover and the 
more you play it the more invol- 
ved you become as it builds con- 
sistently upon the charming lit- 
tle world it creates. 

Ashkeron is the name of the 
principality where a Princess 
Zeraphina lies weeping on acc- 
ount of her forthcoming marr- 
iage being held up by the abs- 
ence of five treasures bequeath- 
ed for the well being of the 
peoples of Ashkeron. The curse 
of the wizard in the nearby castle 
will be complete unless her 
dowry can be wrested from his 
grasp. What is needed is 3 pow- 
erful and resourceful man, say a 
blacksmith, to go and sort out 
this evil magician and, if he 
should return in one piece, who 
knows r he might get to marry 
the princess and start up his own 
foundry (sorry folks, someone 
left that journalese machine on 
— it s off now and the rest will 
make complete sense, I prom- 
ise). At the crack of dawn on the 
day of the Spring Equinox, the 
people accompany Stephen 
(that's you, the blacksmith) to 
the gates of the wizard's castle. 
Suddenly, the sky darkens, light- 
ning flashes and a clap of thun- 
der bursts overhead. The skies 
clear and the panic subsides but 
Stephen is now on his own. 

There are two upturns from 
which to choose on loading, a 
standard version or a random- 
ised version. It is some measure 
of just how interest ing this game? 
is to say that the standard game 
proved quite surprising enough 
without having to resort to ran- 
dom elements. That said, it's 
pood to be offered a second opt- 
10 n where the objects are scat- 
tered randomly and the game 
different every time. An added 
interest is the competition run 
by Mirrorsoft to find an advent- 
urer of the month who will be 
the pFayer to produce the high- 
est score for each month until 
Feb 86. £25 in cash each month 
awaits the player with sufficient 
wit and diligence to achieve the 
month's best 

The first frame. funnily 
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enough, brings just the sort of 
puzzle so rare in the remainder 
of the adventure whereby either 
it gets solved or you're left wan- 
dermg excluded from where it's 
all happening. Here you might 

Suess your quest lies across the 
rawbridge and through the 
portcuNis rather than in the for- 
ests that surround the castle. 
One little tip at this crucial point 
for those who end up buying 
screw-in light bulbs or bags of 
minted peas, or who can be rel- 
ied upon to put their feet in ft — 
don't fool around switching the 
sound off with QUIET half way 
through this delicate problem 
otherwise you'll be back on the 
wrong side of the drawbridge 
before you can say SOGAT82, 
Best to leave any fine adjust- 
ment until safely ensconced 
within the castle. 

Moving east you notice the 
perfectly adequate and some- 
times rather good graphics 
which only occasionally stretch 
the imagination too far toward 
the abstract. A distasteful smell 
naturally pervades the stables 
and the stable boy J arns that th^ 
horse here is very frisky, Explor- 
ing the castle further you will 
come to realise cold, damp 
towers mark the NE, SE, 3W, 
and IMW corners of the building 
and their heights afford access 
to the upper and lower levels. 
Exploring the second level 
above might be better left till 
later as it is guarded by sentinels 
who pose little threat while you 
are on the move but are only eff- 
ectively, and finally, dealt with 
once certain knowledge has 
been gathered efsewhere (you 
know, not being able to give 
away clues causes this column 
to make about as much sense as 
instructions for self-assembly 
furniture). Much more of an 
immediate threat are the small 
whispering winged creatures 
which grasp and lift you high 
into the air. These creatures feft 
me stumped time and time 
again — even when they drop 
you they grasp again as you 
struggle in vain to make good 
your escape. Were this not 
enough, also wandering about 
many levets is the green slimy 
dwarf who slices at you with his 
magnificent sword while he circ- 
les you wariiy, 

A very strong point in favour 
of this adventure is its making 
full use of the examine com- 
mand. EXAM POT in the kitchen 
gives Bubbling inside is a horr- 
ible green liquid in which the 
odd Lone can be seen' whilf 
EXAM BOOK in the library 
brings forth 'It is bound in 





nor t h 
awns . 

ear the sound of hooves 
ihod wheels, into view 
a horse-drai^n cart. It 
outside the castle. 




You go eas t - 



Y*»t* can atso see 
woodsman's Axe* 



a long h a r, d 1. 1 ,=r 



go e a £ t # 



leather and is obviously very 
old\ (Incidentally, picking up the 
book makes it difficult to read, 
and once you get into a position 
to read it, much haste is recom- 
mended). Throughout, examin- 
ing things will either take you 
further into the intricacies of the 
plot or add to your involvement, 
or enjoyment, as for example, 
when examining the pictures 
that line the walls of the art 
gallery. 

It won't be too long into the 
game before you meet 'Sudd- 
enly it grows cold. . . You see a 
patch or green fog, which, writh- 
ing and swirl ino, transforms into 
the wizard . . . 'This passage will 
mark the beginning of a period 
of time when everything turns 
topsy-turvy due to some nasty 
piece of cunning magic from the 
wizard. North becomes south, 
up is down, OPEN is CLOSED 
and other inversions occur 
which, if not fully understood, 
will leave you baffled at your 
lack of progress. Fortunately, 
the wizard's spell fades after a 
time and is abruptly shortened 
by changing levels. 

Ashkeron! is a re pi -time 
adventure which not only in- 
volves the time passes' every 20 
seconds (and the occasional 
graphic of the wizard asking 
Tlave you gone to sleep?' to 
which the inevitable reply is 
YES) but also the real threat of 
being waylaid by a patrolling 
sentinel or marauding green 
dwarf overpowering and event- 



ually killing you should you 
delay. It is highly professional, 
sophisticated^ software with 
many fine features (you can 
even use a joystick). Its appeal 
will be very broad due to its 
open structure, which can be 
quickly and easity explored even 
by the most novice of adventur- 
ers, and its endearing storyline 
set within a most impressive 
and believable castle ensure 
that in its walls lies a challenge 
everyone will find interesting 
and rewarding. 



COMMENTS 



Difficulty: easy to get into, not 
so easy to complete 
Graphics: on every location, 
quite good though a little 
chunky 

Presentation: not bad, the white 
background is an unfortunate 
choice 

input facility: basically verb/ 
noun though also a I lows speech 
input 

Response: very fast 

Special features: game plays in 

real time 

General rating: good 

Atmosphere 7 

Vocabulary 8 

Logic 8 

Addictive quality 8 

Overall value 8 





I hm. month SIGNPOST has 
undetgone $ metamorphosis 
and emerged a<* a mn i 1 
advrnUm 1 I inters page This is 
not tin attempt to outdo Lloyd's 
fanmail (d glance at this 
month s review for Bom! o? fllte 
ftmfjx will quickly dispel that 
idea) but.tnpi ear* opportunity to 
show I jIsu n?t;oivt* in.nl which 
jjofts along thtf lines of; Alien 8 
t& great', MP for Information 
J * ■ Hum log v ■ B Of ] us Mi n i st r tes 
■ ind FnvolOLJS^iunpuhs' i i.inirs 

Tho Arcade, Westminster , 

Must of the tetters are mticai 
l.'? jd venture authors find the 
stjfinam format thty appear to 
\ >\ e 1 jlif'i inUf Man\ 
interesting points an? rnaoV 
whiduiuihiH?, would hi? wise to 
note On a more practical note 
ar begin with an altemtion 
A;lni' h will imnrovi* the* display 
df the t-.irly L»?vffl 9 names. Pm 
diso awarding this month's £13 
of ftoftwmt? for this lettei 

SAVING E YE STRAIN 

Dear Derek, 

As f>* col lent at; the L«vei l > 
adventures are. you must admit 
that ihe printings pretty slow, 
!■■ :-. vu* inputting I have you 
tried rubbing a long line out?] 
and what aU>u( the eye 
wrenching bia-ck on-whitp 
display ivou I chyngpil to 
whim on blank without Bis 
hordei tharifling!). Well, feat no 
more, the following program 



f r?l Vilms - j 1 1 lht-,,1' <!■- m-. 
and h thiH.i hve? | n ogi ;iim> 
ifu-'.. ' v\ ■ rhuHHjli to i or*/* ur" 
firiie) Impressed* Well read on : 

1 Ll-.uI ilw prmjriim and whr?n 
finished pj 'ess break, which 
ri'iiiihsyou to BASIC 

2 lMt-\y hnr by line, all the 
BASIC pi or, } ram except linns 600 
and HO 

3. Enter the loilowingJirtftr 

S PAPFH Q INKh BURtnUu 
CLS LOAD Lt»vul9 COUF 
10 CIS PRINT POKE 23561,20 
POKE 23562,3 

20 LET V USR24B72 

ti/Ut tS "MINI LI T V USR 
r jJbO^ HO 10 600 

995-) SAVE uami*nl pi ugiam 
UIMI SAV! ■lewlS" V.ODl 
24572,29076 

9999 FOR F 535flo TO 
W64ti MM X POM I X 
PRINT F: "". X NEXT F 

4 Type "RUN tHifcr- ...id enter 
[ht- following numbers 
[pr&ssmg entoi between each) 
Bl.62.ti. 14.254,237, 121.6,0 
, 122,79.254. 129,200,254, 
130,200,254.12840,6 215. 
33, 76.209, 229,195, 3, 96. 
8.92. H .62,0,50,8,92,62 
143 . 215 < 62 < 32.215, 62, 8,215, 
62.8,215,120, 254,13,32,6.62 

. 36.215,62.8, 215120, 50 0 
91 ,24 211 

5 Polefe line 9999 (type "9999" i 
ENTER! and ftn-ter directly ■ - 
POKE 24572.33 

POKE 24571,76 
POKE 24574,209 
POKE 24575.229 
6. That's it! 

U it Hi i \ :^^iu-:,M,Hui i in 

2 pants) 

To start at thd beginning of th# 
lidy^rUore, type) RUN TO. 
fo stati where you left oft. typ* 
RUN 620 

Nn k Prfti Kiiue.Uni Upon 
Thames. S unity 

l( EO cbss*^ this as d program. 
I II end up in thf hljll of Slime 1 



i li--.. I i!H| > i J . I r I KlrM , lv 

unobtainable on a 48K machine 

.in. I l>) il w;is Uriiveif Insin 

practical Db^rvahoi^ pi kits 
and lots of ;idvnntur& sessions, I 
would hdive pi rtrnd myself firmly 
on Akin Davis side of the 
argument and found a demand 
(or all those hill*;' "horrify iruj 
W.'iL I w&b forced to change my 
mind — they are not frills, fh^ 

problem is tf i.ii every adyenl 

Authoi {unless hi?"s in it only for 

■ MmTl Ml niMj.^ri^.UvriU^i ,j 

game HE would like to play in, 
very faci thai hocun dQ^o p 
differentiates him from the vast 
nuifoj ii v of players. Nt?odfe?ift to 
say, his does not need th# tmsr 
friendly Mite, iuii surety h« 
the v^ry worsl judqe on the 

injlh'l 1 

Qu^t« mgardl^SkS of the Above* 
the two specific paints thai 
I \\\ is < ili|t?i ts tu I find lathrsr 
pu?2liiKj So. fill rjfthti baring n 

|.ho(ji am mar with no marknifru 
experience I h rid not rtitiuiihi of 
pnntir\g tha vocabulary on tM 
t HSMtte inlay, Antiyei the 
vOo^hulafv IS Already stored in 
the memory i iilbnit pnaaihly 
tniou'iU*ul tn loui i lui .n Imps 

even that i*0ODdenoMSr% Given 
a rational diita structure design, 
it can he printed out wish thft 

:-.*'i -..il -1 wiilnii-s js ,111 Mir 

Oth^r ninfiStigps The ov«rh(?ad 
ifivokr'. i I'linnul miu.fi «-f\i itmI 
20 pytev of machine coda I 

I am similarly balflmi by the 
assertion ihat allowing mov^- 
m^nl in eight ratharthan four 
direct io m is noi worth \\ 
hecausaof th& additional 
routjnua required'. What 
addiliohai routines? If you slar<3 
VOUr transils in th$ Quill 

manner, yoik will, of roufse P 
l u rdevtra bytes fust lo store the 
diractlons iirnl tlieii dartlri 
.it inns Surely, though, that is 
fust about the mo$i wasteful 
w;iy of doing things anyway' 
Why not fay vour map out on a 
3D board instead' 1 By doing so. 
you kill several birds with one 
sti'.'iH* a) your map >s h\ tU*Uu 



itiot i geoqr^phically consist m\ 
except wnffroyoo t^ke positive 
sttNrs r l i iiKike il otherwiw; bj 
you i storage is lika^y io shrink 
and c) tht"? over fields involved m 
addin^i thr^ split dire^ nuns 
consist of the four exh.i 
vo. .ihul.ir\ w. M. I- ■ i ■ 1 1 1. 1 i .ii i I 

i hull B©E>pr<iphical 'offsatEV 

1 hr f ii mil I ,ini tiymu U .« II \dki\ 

I II l ■ 1 1 , i fc 1 1 v 111 v . I I f I IS lll.ll 4 1 1 I lu ,i 

point, u sn r fm^idly hills r are 
only inconsisient wilh tho prog 
Miiim^r s rles^ifcf tu i r.im us 
much ^ possible into ih^ 
t, m\ ii il« memory d ih«y am 
i " kn | on hy rlu 1 \ irotjr<inirn<*i ,i- 
uri idtyrthouriht— ju&l to fill mi 
Vhe Iftw npur^ byUis Ml This, 
ne^dlessto say, tfi utterly wfong 
I hr whuh? adventure, its data 
sh ncfureti and routine ahoultl 
h# from the very twuinnirKj 
planned with the frills 1 in mind, 

in whu h i ,is<- rhi- .idvnii 

CQftt4fit$ need noi Buffm 
WrU now Wl ■ dui i stop 

I dtil !imi.'? Ah yns. i if.nn»nn 1 I # i 

me rub my hands mglo^ before 

;jtl.^:kiii. | ,i f*-w sui:rtnl C'tJWH. 
1) 1 hi- iulvrnl of ilH.^sLjpoi dupei 
command pei sei •■ ^ a-. ,i 

Ldl.ls1l<»nhr- ,1', I. II .IS mSl-l 

in- mdlinasa w:iii Conner nnd and 
-.li« -I hi 1 1 ■"■ ir ii ii 1 1 t^^ i fcOoruul hy 
n h • nil. i ■ - ■ J i mi ill ui 

int^Migont dofauiting, forced on 
t h i 1 1 uroinal advttfitumis n\ 

I 'i imihvi- o.ifsLMs.. Im-, I u rn In 1 .; 
his 1 1 s n: i ol developing m thi$ 

I I Lily Al dirtx-.ttfjn (hs op| n tviMti 

all tho riiir rfjnt hypa wh^re 



jlrnust . i ■ iv ralultiiiiiStiiitiri iif 
NPC bohiiviuui pii!<s«fs lui "Al 
technique*'!), adventure 
programs nowadays contnrm 



. .Miijihiis ^ d [H^rri!i>i'ty 

niomn 

Lv.Linpk^ari'irgiuPi JijsI hiki- 
& lockod door. 'UnL irk do< n 
typi?«. Hn-fjlayei Wow. inlh*«had 
old days the program would 
havu checked wJusther the 
plover is carrying a suitable Nay 
and if so, would hfv* r.omplled. 
Mot tham newfangled 
morons 3 The i esponsea here 
range from 'you umT [eh, TOtat 
all?'), thioucfh Plna^er he more 
•I " "rif n i you rnfjan, I have to 
qualify the doora* 'wooden ' ? I ) 
10 what with?" (oh, for 
yooriness sakR 1 Tim key of 
course — would I tiy to unlock it 
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Willi my torch >■) ui even ' Yi m 
must supply the indirect objfi I 
(Zorki 

F 4 q I i i 1 1 1 V - J * ihe pLiyrl ll-ippt-Os 

tii Li 1 1 r y sf vi-i .il key ft. why 
should he be forced to type 
Unlock don i Willi 1 1 r ■ fni'o key' 
(Il does riol r 1 1 " i Unlock door 
with ditv&i key' i V6u r ii 1 1 f — 
oops sorry, I meant silver. 'It 
does not Ml ')&fG Ceridin1y,a 
fatitity to recall and i-dii Ihe last 
commanrt helps, bur m this 
context, why shourd \\ I h I 
nece ssci r y ? St i ro ly 4 UnJ oc k doo r 
shi mid cause I he program so 
review all the keys carried by Ifta 
plijyer and default properly. 
Only if the player wishes to el i 

- iethiiM) Lirn if>Lr««l should hi' 

In j fi in ed lo efcpl.mi himself 
fully: Unlock floor with paper 
clip' lor example. 

1 1 i j 1 1 LcJ pile on the examples 
ad mfinitum, butl am mt$ you 
• ret my drift Naturailv^ really 
pood dolaollmci would ri.it into 
Ihi. memory availably, hut the 
pendulum has swunjj much too 
Fei in the opposite direction 

2) A veiy substantial major fly 
of adv&nluroris do uot like scilv 
inn pioblernii Conltary to Un! 

opii prevalent amurujsi 

(adventure authors, publishers 
,ind (I rrtfrei lo say) some 
rev lowers, pi obtains do NO I 
tonsil lute Ihe 'meal' ol an 
adventufe. for must playeis 
problems tire \m irritant 
deployed by Hie sadisln 
profltammei in order lo prevent 
tht*m from seei net what etf&e he 
put Into the program Problwtra 
are necessary, of course, hut 
theii o?al pui pose is lo -,kjw 
down the adventurei in 
exploring the world he finds 
himself in and completing the 
quest, if any. Like obstacles m a 
ran i k prnjf, Ihey am essential to 
keep tlie jilaym's interest, bul 
should uri no account be 
t on side red I he mam reannn fur 
the very existence of the 
.adventure In other words, 
p rob tern*, should be treated as 
tools rather than artventure 

com&rstones. 

Quests like Kontilia, face^n 
MtfQ difficulty here — obstacles 
are part and parcel of the hemic 
ques! and the pfayer is 
l.i if] posed to cast himself into 
(In- role ol hmo Yel your 



tiverr.ic^.- pl.iyt.-i is no hero and no 
tienius and rec}ardle*v5 of 
dlitirjsf jIm'oi doscnplions .jnd 
an excellent pint, all pretence of 
Ihe roh' pi.iy nu| quu.kly 
evaporates m wradting your 
brains over a series of 
intractable problems I his 
brings us very logically to . . . 

3) M fe a very l>Uf± error 
I commit ted by almost 
everybody in the adventure 
writing bus in ess f to have 
problems with unique solutions 
Intractable problems disrupt the 
flow ill an ,n Ivei hm< session 
(particularly in quest type 
fjamesl f have sunken before ol 
ihe nei oss'ity to present (be 
phyer with ^s wide a ' target 1 as 
in isslble I would like to 
strengthen this 

r ecom m en dat ion runs i * U ■ n 1 1 ) I y 
White, r i ii i 1 1 1' | thfc (often 
unique! 'correct" sokmon, must 
problem* &houW have at least 
one i ti ir ■ mora thpmei rier!) 
M.i'.n i 'nic.fjf mot' solution, so 
ih,ji the puyer can get through, 
only qrafin.illy tpi-inix] In \:\>\\-< i 
rlnwn by \hr. permit res I of 
whatevei nature) mi kirn d Thi-g 
is the technique devised by tbi 
role-play<ng umw bnttuniiy to 
r&£0JV6 th^ above menlioned 
contradictitK> between rolo- 
playmy arid the pl,*yer\ ni^tnal 
capacities Thou com lusion, 
wJiit.li rtdvenlurawi Hera wi mid 
do well to -idofjr. ie rPi.n ih« flow 
of lln online is moo- iniportam 
rfi.in viiiiiHily unythintj else if 
players u,e| slm. k. ir f l . the 
dnncieon Mn^tei [the prtu\ 
rammer) who has Niled not 
rhL 1 players. 

4) Another asped wbera 
rrrodern adventures have i.iken 
t 3 hopelessly w/onn lurn is rh** 
sc fr^ij r? n disf j fa y Tr m d i s t j I a y 
slionli j t*r_: CL»ri(nm(jusly scrol 
hntj, one wuvrinw. tey< only wuh 
uiiiei t, feature rind * j >ii 

i li m.i iptions iiireiji.n«.-i I mln ihe 
ijeneral ries< option nf sin- 
to, -at ion. 

Mike Arnautov r Flack well 
Heath, Bucks 

Why does Lloyd gel all the sherl 
letters? 

Seriously, sorry about the 
omission; hope I haven't edited 
out any crucial bit this time r 
Whether or not I have, I'm sure 
this tetter will provoke more 
debate! 



BORING' 

Dtfflf Derek 



pgrrcputi'i [jl-iyniij the p.3rt of Ihe 
f.iM, conlrollmg the 'dungeon' 
(fantasy envnonmentj in which 
ihe game is set, 

So why is it as a HPG Ian I 
cannot stand nine out of ten 
Computer advenim* -, 1 I m*- 
BflOOyl i, they yivre 1hi j fjlayer the 
chance to pfay out r;i fantasy i a le, 
to explore a fantastic 
environment and lo become the 
bero ol Hi* - adventure, .c; '/ji-M ai; 
pre^entiruf tf in ei .|- .yinrni ijf 
attenipl inij lo solve the 
probfemy that the quei I 
presents. Bul in campauson Lo 
srti.a KPi.-j's, adventures pale. In 

rfirs lryj>l rhf-y hr : ... j - 1 1 1 j 1 1 1 irj 
li ill sai uil. Wfjld ru. in I \ 

affairs wnii little to offei the 

LifayrH lh;m firnirs itf husfrriled 
ki -y [JiessinQ. 
A loi of rb . ui rJui to thfi 

liinil.i? :. ot rhe computer's 

memory , il woiilil l;n: ui (possible 
loi . 1 4 p , j n i r - lit t-ater ror every 
whim ui tin* pLiyer , d*< is 
pn-.sibJi' wilh RPt'Vs. Fo; 
insi.im e, wliei « Nir mi with Ihe 
mmmI vicious warg, ill'' 
cnrnpnler would \»- ,*til*- ro '.u| j»- 
wnii ihe niost ha\ mo - a i - 1 i 
pi edii tMi\n ut inputs such es'kilt 
warii'. while "fr:ed food io warn' 



hnul-'d po'>MpiliiM-s ul iin 
■jdvenfuie mfiijn thut. nrily *i few 
unrnii ir-.iirn j Ihmgf* like J go 
ni i r 1 1 1 .M ii I r eit U NJd' con be 
d< i r i ■ : at any I line Tins problem 
is increased by the way In which 
many jdv<'i it' nea i 1,'uni lo 
accept certain words, but only 
I ■ * i you nbe tfiem when they ar# 
r>eeded lo so^e a problem. 
Attn m pi inn to use these words 
on other occasions produi ei 
such responses as you canV or 
even wotae, ' I ctorTi 
urn Ut stand" 

Hie best way round these 
piohlf-ms wou'd fje P- \t 



Uioifr.jiiim 



i d pretty 

ui Think 



.jlirnJ -r w< 
attempting 
f,n I'd with j 
resulted m 



jrtr was ro 
tween RPG's 



(«d with a locked door 
?suJtod in 'you try, but the doot 
i r r j r j firmly locked" rather Ehan 



■ni with 
ived with the 
lot. The 




;ire ptayed in a void Tins is noi 
usually tbrj casu with RPG's,, but 
in adventurer many important 
$ nrl i n i e r e st i mj q nes U n ns are 
always left unanswered What is 
thecastii doing here 7 Who built 
il ? Why was u biirll? Wfnsr do*is it 
do, apart hum provide an 
arlvtfilKre Ini the pl.'iyer? There 
is noi noru iatly a background to 
<in adventure wfucfj is good 
enough to even justify thtt very 
I ioini of ririverituonq Who 
wants rogn eround pit king up 
treasure? There nius1 f>e some 

rr:al r^tlj'M 1 I' ' rb; .sHvi ni ii-,,J 

quest which theplsyof can 
genuinely beaxne Involved in 
Thrs fixj r-a-. i.rs ♦•njoyrnent of Ihe 
.id vent ore tren mndom y and 
bo i igs the §tmi s i j i i i • n I o a peak 
of en c iter i ie r it wh ich many 
iidven i ur#<5 never get near. 
N ot a I i I e exoepl ions nr&Lt ^r/s Qt 
Mitfnifjht t Stock Cryst&I and ihe 
fter FnfotfY 

PAatU Rainsfey, Coventry, Wi. a st 
Midlands 

As someone who was 
interested in computer 
.id ventures I root the HPG side, • 
tend to agree with much of 
what you say I fail to 
understand why many 
computer game* have such 
weak plots Also, while it must 
be accepted that computer 
adventures can never be as 
flexible as RPG's with their 
human invigilators their is no 
reason why more thought could 
not be put Into the combination 
ol responses It might help if 
games designers drew a verb/ 
noun matrix before starting 
programming (What? — You 
don t design the game first 1 \ 
This would determine the 
response to every possible 
verb/ noun combination You'd 
be surprised at the number of 
interesting combination; you 
discover 
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I 



( have to vtart I fie help section of 
SIGNPOST this month with 
corrections for a couple ol errors 
in previous issues regarding the 
A. , ? /, . , m, Urn And r ew of 
Incentive informs me 

1 ) Tu open the trapdoor 
Do n ' wo n ' t woi k The ways 
to do it are: 

a) Use crowbar— hut this 
breaks it nut very good as it is 
needed later. 

brMake Lhc- MAGIC BOOT 
follow you, go to the trapdoor 
and it will smash open 

2 1 To defeat the GREEN SLIME 
(vital tor completing tin? 
adventure) you need to get into 
tin- cubbyhole and DROP SOAP 
unto it, which cleans it op 

Sorry about thru > Anyway, 
this leads us nicely onto the 
many other help requests 
received for other parts of the 
Kai Tt'jh*t.;\ wliu.h HI in iw hy and 

.mi ,woi wi 1 1 1 ( » ll - IMS riHHr i ! 

blunder. 

In MouftfHttts of Kr\ Mink 
i r. rkEi >v horn Brighton is uiiahte 
tu hnd the Nat whilst S 
CniMi nHi ri also of Brighton is* 
unable to cross the crevasse 
between I he two plateau* Tin- 
hat is BDSPT1 mi DSI Will If 
To cross thfl trevasse I SjQi 
FMJVJS I f PO'UDBSSZUPP 
NB02PCKFDU1 Ibaveieceived 
many letters lor trustified 



adventurers unable to pass the 
Zombie nt the end of this 
game To do so you must CF 

XFB3JOH RMM NBM.JO JUI'Nl 
BOE DBS5Z.JOH OF J UU0H 
IMTF. 

The 1940 time zone is proving 
a difficulty for PR Hebh who 
keeps Falling victim to the black 
shapes falling from the sky 
[They ain't heard of smokeless 
futflH I'd MPPL GOS 0 TIF MUFS 

Of all the problems in the Ket 
Irtfttgy, none has caused more 
trouble than the Five Guardians 
4 ft 1 1 he end of the / i) h M A. h n i i 1 1 1 
M H»-nsnn from Leicester 
requests help on all" except 
guardian Ml Well, not wanting 
to give it all away - - to pass 
guardian V entei l/Mf \\ iHH 
LFU GSPN I FUUMf I 



In Zone !* of the excellent i Ofds 
of hrno, AmJiew Patji i is having 
trouble buying some ale 
without any money (I've the 
same problem if own the local 1 \ 
Ytiu need the HPMI UVUHH I 

r.srN apof ui sn 




A Llil kr il from London has 
spent 6 m on th splaying Wntthot 
Mifjfff*} but has been unable to 
gel oo I of Ihe valley info the 
mines (Perhaps they've been 
dosed down 1 j H f remenihei 
rightly, rSZCBMBRN ItH ilf 
f I VMM WW 
In K&ntitfii, S 1 'mmi i <m ir ■ r i i& 
I living trouble opening the 
chest in Tylon's bedroom — he 
has the gold key but the lock is 
Miff and will not turn. ZPV Ol 1 1 
' P ruSKJHHJFOUlf LF2 fljd 
IJ 7 .It H M'llfiH M M.IRV IE 
Further on, IWFerrtii of Bneiley 
Mill West Midlands if finding 1 1 
difficult to cros&the bridge 
guarded hy thefJarg vnul Tty 
TlJ/UIM-MWR'TipPUl USH* In 
the BIiH:b Ttwrr .Limes Sle>eto 
Mil is unable to pass the Ward 
of Disintegration lo pass fH/ 
I" Ml lEUIFT. UI J XFISF, X.PUt 
T I PtiiVCi 



■ "iii i ting, opeftTng pi ■ itirti i 

■ ould have tm\t tjwh Mttle 
sounds. % 

Ofriei idea 1 , will 

i I'M I. riUrdty i 'i r ii 1 f i j 4 ! i " * ' ' i.onie 
on programmers r i irilcF- youi 
ad ventures more lively, moot 
Lolourlul, and more fufil 

ti Kj've hp) jiir.sFrfi much 

' i.'iririHTit I. ,irtr- p.Jv'i-riri if" > 

hav^ you? My opinion is fhal 
same are quite Linbtxlievoble. 

bular'i cei l.nrily Jihl a4ls/r>nhN 
What rjrM hr N;t Nay and Avxton 

■I ] in Ibe diatw In AvftfOfy I 

firid S5% ol ti [Hire areade 

,;if r ii , r i r 

Mikt-. f >kr*| 1 ,MTifpr« in D^vou 



I WaS l|Ollir| In Ff-VM W 

/ titiiftfrtrt r hut my arcade skills 
werun't np to scratr.ti hence 
I'm , »lii r hmr| lo Ihn mini 1 M^lah- 
wrnlilof te^l adventure * 1 The 

r rh.n >m t uU* nflvimturrs 
»^ ."li' nt Ihr- . lmrt% has little lo 
do wdfinif], H ssnnrily diat you 
and ol fi+ 1 Ti iil r^adei s haw 
votffd I or them I 
DB 




Urn - (|,noe I'm always 
answering questions on e* r'rfr 
/ ftihhtt No matter which way I 
solve u funhleoi I gel a poslbaf} 
full ul better so kiln in 4 ; Anyw.iy. 
la k ino, I he r isk A r u ly f >av 1 1 >u of 
Doncaster issearchiuij for a way 
through the ti.ipdmu in the 
Elvenkunjs Duofjeoo Wltfmut 
breakiun his neck 1 would Xf MS 
SJOH FDUFS BOFNQ1 "/ 
i BSSf M BOI XBJI i In the 
same game Mn.h.inJ I inwuf^as 
got past Ihe hutbous eyes hul is 
unable to cross th* fiver HI ' L M* 
SJWFS, UiSPX SPQI 

The bnltiiint new game 
Gt w Ttht)$ f r urn Ad ven tore 
Internatfcmal has pro veil vf^iy 
popular this month Stephen 
t .nwi ' from Surwlerland is 
struggliny with thai Gremlin 
who throws the darts Yuu need 
MM LCJJCjF On the roads around 
ihe town numerous explorers 
have fallen victim to the 
unstoppable su-owp tough To 
sabotage the pkiogh you need 
the Ur Lib! E^ i: : JHQJUFS With 
them XI Mf TUPX, 



Finally, can anyone help out M 
Vm ki"v who has collected the 
Holy Grail but cannot get pitl 
the White Rabbit (I w under 
what the game could be H 



k 




MORE ZAPPING 

Dnar Dtarok, 
In oiy humble opinion cjraphn 
adv^nUinss flfe wttei tnnii feirt^ 
but this is only because they're 
rrtbrfi s/ifaially ^xcitincj Ttie 
pertert |h Iventur^ would be a 

- ' Qnuft but iftOti h'Ini'i iiiun 1 
mi^n'stino displays 

A redtsfih^ri lexUs necesssafv 
and with good use of colour, 
dBt\ grmt\ papoi ir^r lorest, 
yellow arid red For a sun 
J .i i in heel dteed etc Graph ii 
borders are lovely On»s like 
AvrtUjt} and Dwtji/ntofV use, 
perhaps vary mg be twfte n araaa ; 
l» u.ir;ky ePIf* 1 f ■ ■ r ■ Hves ui if yuu 
'siler a wnod it could i»hc>w 

' byl whhrxjl having any 
reJu vance to the text. Invuntof m-<s 
and suchlike shoutd be 

I " .■■i,n,.| in riKhn' \uU*ti 

slyles — on scrblti n>aybi>? 
Mapv diaorams. ph lures, 
sngravinas and thfi id^ i uuki be 
presents graphically, that 
tiy^ns things up 

SpoCJOl effects could work. 
Thr me&::-,nii€ 'You ate struck by 
asword'coulrHlwh rapidly, 
accornpanied by nasty, zapping 

' > ' >l 1 1 1 i fU Finns ■ ji h \i\ 
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Shortly after the first home 
computer that could load from 
and save to cassette tape camp 
into being, you can be sure that 
some bright spark had the idea 
of producing a magazine or dub 
newsletter in software. 

The Americans started the ball 
rolling, with a couple of mag- 
azines appearing on tape in the 
late seventies — and there's 
never been a shortage ol prog- 
ram listings in conventional 
computer mags for keenies to 
type m for themselves. Some 
listings publishers offer their 
readers fhe chance to buy a tape 
of ready typed in listings too as a 
supplement to the printed 
publication. It wasn't until 1983, 
however; with the launch of 
Spectrum Computing and J &t48 
that Spectrum owners were 
given the chance to leap on the 
magnetic band waggon . 

Argus Press led the field, put- 
ting out the first issue of Spec- 
trum Computing early in the 
year, and they were followed by 
an independent company, Mag- 
netic Magazines Ltd who began 
publishing 16/48 r and then sold 
the magazine to Argus Press 
after ten issues. Thus the two 
main cassette publications are 
now produced indirectly by a 
mainstream pat*er-and-ink publ- 
isher, hut three independent 
tape magazines for the Spec- 
trum are alive and kicking. 
MSWM { Microsoft WareMag- 
azine) is produced in Moseley, 
Birmingham, by Infinite Soft- 
ware; * Magnetic Mag lives 
incommunicado in Romford, 
Essex and a new title for young- 
sters, Ktddisoft is being prod- 
uced in Cornwall. 

As a medium for publishing 
news, views and gossip, cass- 
ette tape isn't that wonderful — 
you'd need an awf ul lot of tapes 
to store one issue of CRASH, and 
it's not that easy to flip th rough a 
cassette mag in the bath or on 
the bus . . . no, we're not too 
worried here in CRASH Towers, 

But they do have a definite 
advantage in that programs con- 
tained in a tape mag are loaded 



straight into the computer — no 
longer do you have to spend 
hours typing in a tedious mag- 
azine listing only to find thai the 
gum by who wrote the game 
managed to diddle £20 out of the 
magazine publishers for a rotten 
game not worth the wear and 
tear your keyboard suffered dur^ 
ing the inputting, No, it's all 
there, up front and loaded 
straight into your machine — 
and the commercially produced 
titles are now filling a gap in the 
software market, publishing 
quite good games that might 
otherwise never have seen the 
inside of more than a couple of 
Spectrum RAM chips. 




Ho ho tola, the San ta of 
SPECTRUM COMPUTING mukvs 
a point famiti&r to magazine 
editors everywhere. 



'Programmers of intermed 
iate abihty can't sell their work 
very easily', commented Roy 
Gibson, big cheese on Spectrum 
Computing, "and we provide an 
alternative outlet to magazine 
listings. It's the same idea as 
printing the listings, but at least 
all our readers get to see a pro- 
gram we publish in the mag- 
azine. Not everyone will 30 to 
the bother of typing in a listing 
published by a conventional 
magazine'- 

In many ways, tape mag- 
azines tend to be more 'clubby' 
in nature than their printed 
counterparts. MSWM is publish- 
ed by the Microsoftware Club in 
Moseley and is meant to be a 
means of communication be- 
tween club members — r one 
thing that we all have in com- 



MAGNETIC MEDIA BARONS 



Argus Press Software 
Liberty House 
222 Regent Street 
London WTR7DB 
Spectrum Computing 
IB/48 — £3.25 

Infinite Software 
73 AlcesterRoad 
Moseley 
Birmingham 13 
MSWM— £2.99 



Magnetic Mag 
39 Priest's Avenue 
Romford 
Essex RM1 4RJ 
£3.93 Magnetic Mag — £2.50 

Kiddisoft 

5 Nanpusker Road 
Hayle 
Cornwall 
TR27 5JR 
Kiddisoft — £399 



Tape magazines aren't small beer nowadays. 
Argus Press Software publishes two titles 
for the Spectrum, and also covers the Atari, 
Commodore, Amstrad and MSX. ff you 
added up all the tapes duplicated by APS for 
all the issues of its magnetic magazines in a 
year, the figure you'd end up would be very 



mon is that we all own a Spec- 
trum, an ideal means of com- 
munication' as they say them 
selves in Issue 6. As with all 
magazines, the tape r 2ines 
encourage readers' letters, and 
there's quitea lively exchangeof 
tipsand hints to be found inallof 
them. MSWM has a deliberate 
policy of Jeavinq all their prog- 
rams in listabte form, and of rill- 
ing them with REMarks. Readers 
are encouraged to break into the 
software, examine it and learn 
more about their machines as a 
result. 

The content of the MSWM 
magazines that we got to see 
was generally interesting and 
strongly reflected the club 
nature of the publication. Their 
readers merrily swop hints and 
tips and send out appeals for 
help vra the magazines 'pages', 
while the editorial team provide 
features on programming and 
getting the most out of your 
Spectrum. There's a positive 
'we're all in this together" club 
feel to MWSM, and it makes you 
want to join in 

And that's perhaps the major 
appeal of tape r zines — they are 
an ideal medium for communic- 
ating slightly more technical 
information as a tutorial feature 
can actually demonstrate the 
theory as part of the present- 
ation rather than relying on the 
reader to iype in acres of code, 
debug it and then refer back to 
the printed page. The straight 
entertainment side, games pro- 
grams, reviews and editorial 
pieces themselves are not exact- 
ly rubbish, either,., T 



The great tit, N**&dvv& say more? 
Should we say more? From the 
KIDDSSQFT Mature trait 

Roger Swift, who started 
18t4& and now produces it for 
Argus Press Software pays 
between F20 and £100 for a pro 
gram published in his mag* 
azrne: We provide an outlet for 
games which are not mega- 
games, and are becoming a 
market for people who can write 
games which provide our read- 
ers with an example of what 
they could do on their comp- 
uters. Nowadays I'm rejecting 
material that I'd have been 
delighted to receive a year ago 
— the standard of submitted 
work has improved enorm- 
ously/ 

And Roy Gibson off Spectrum 
Computing takes a similar view: 
'The amount of material gener- 
ated for the Spectrum is mass 
ive, and we fill a nice little gap 
between the Top Ten commerc- 
ial aspirants and the type-it-in- 
y ou rs.£i f -f ro m -a-mag azi n e \ ist- 
ing brigade.' 

Magnetic Mag remains firmly 
anonymous — their 'phone 
number is ex -directory, and two 



SPEC TRUM C OMPUTIAtG H s Jong runn ing animated cartoon strip. 



ae<4 fiFiiMfi fridge 




Rnd mm think u*r« now 
the *«w to a if Iff* fUlfil 

idChint to<rt 



it l i on 
i ng 
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MAGAZINE^ ! 



big indeed. Big enough to make them one of 
the largest software houses around. 

Three other fish swim in the Spectrum tape 
magazine sea as well, so we take a look at no 
less than five potential competitors on these 
pages . . . fearless ain't we? 





in case ytw couktn f work it out, 
the titfB SCr u lvi from MSWM. 



separate letters failed to elicit 
any kind of response from them. 
You might, therefore, be a little 
reluctant to send off the £2.50 
they ask for an issue! Enough of 
them! 

The lady behind Kiddisoft is, 
however, quite happy to answer 
the phone and explained that 
her magazine is a new venture, 
armed at youngsters between 
the ages of four and eight. Anne 
Menneer has a degree in Psych- 
ology and is a trained teacher 
too. Her tape magazine is inten- 
ded as a comic: 'slightly educ- 
ational, and fun", and should 
come out monthly after the first 
few issues. 

Edu tainment' is one of those 
horrible compound American 
words used to describe enter- 
taining educational programs. 
And in a way that's what Kiddi- 
soft sets out to provide in a mag ■ 
azine format. Overall, Issue 1 is a 
jolly package of games, which 
could do with a bit of polishing 



— white the graphics in some of 
the games coufd do with a little 
more thought {or programming 
skill}, the game content was 
good. The simplified adventure, 
which asks the player to choose 
between options rather than 
dream up and input commands, 
was particularly attractive., with 
pretty graphics and an appeaf- 
rng storyline, if a little repetitive 
(you could visit and re- visit 
corners of the program endless- 
ly, doing the same thing every 
time). 

The first issue of the Kiddisoft 
magazine is indeed a worthy 
pilot. AN the programs are in 
BASIC, and have been written 
J in house', Once the magazine 




Saw the KIDDISOFT Humptmrn: 
get the sum tight And 
Humpty won't faH! 



Tha bafiooii gante—a cheerful tittfm chaUony* from KIDDISOFT. 




builds up a readership and starts 
receiving programs and letters 
from outside contributors it 
could easily make quite a comf- 
ortable niche for itself in the 
educational market. Meantime, 
we're passing our copy over to 

Rosetta McLeod 

16/48 is a monthly magazine, 
and as its title suggests, is aimed 
at both users of the 16 and 4BK 
machines. Roger Swift set it up 
back in 1983 and published ten 
issues of the magazine before 
deciding to accept Argus's offer 
to buy out the title — largely 
because the business side ofthe 
operation became too much 
hassle. 

16/48 is put together every 
month by Roger and two coll- 
eagues — an adventure column- 
ist and graphics whizz by the 
name of Vaz r and Barry, who 
writes the serial adventure 
Ludoids and the odd piece of 
machine code. And of course, 
there are the readers' contrib- 
utions. 




i G/43 — a Shot from the latest 
tnstalmcm of their sBriai 
Admntum, LUDOiDS- 

Tbe Ludoids adventure is a 
particularly neat idea on the part 
of 16148 - a 48K text with 
graphics adventure which start- 
ed in issue 14. You can play each 
month s game on its own, but 
can play through the serial as 
you are given a code on success- 
ful completion of each month's 
instalment which you can use to 
kick off with on the next 
chapter'. And of course the 
magazine is in a strong position 
when it comes to offering help 
on previous chapters of the con- 
tinuing adventure 

Despite the title, 16/48, like 
the majority of Spectrum tape 
magazines no longer worries 
too much about having to cater 
for owners of the 16K machine 
— there's not that many of you 
left, it seems I 

The June issue contained the 
usual editorial and contents 
pages, reviews, a crossword and 
competition, and a continuation 
of the magazine's machine code 
course. A neat explosion routine 
was also supplied, explained 
and demonstrated, and offered 
as a utility for inclusion in read- 



ers 1 programs. 

On the games front, a comp- 
etently programmed machine 
code platform game lived on 
side One, which lost out on 
payability a bit by being too 
pernickety, and a golf simulation 
lurked on side Two which coufd 
have provided hours of enjoy- 
ment for some people, , , , 

The May/June issue of Spec- 
trum Computing which is about 
to go monthly, was slightly 
better equipped with games, 
featuring a neat and compelling 
machine code arcade game 
called Piggy , a rather pretty but 
fiendishly difficult maze game 
and a very tidy implementation 
of Cribbage. Why anyone 
should bother to program Solit- 
aire as a computer gafne is a 
little beyond this 'umble rev- 
iewer, but $omeone did, and 
now you can own a copy by get- 
ting hold of this issue 5. C. !. 

Reviews, a chirpy edi tonal 
and the regular animated 
cartoon also appear on the tape 
with a column by Wizard Pr&ng 
who Ts the resident machine 
code expert/tutor. 

Spectrum Computing has 
recently changed editor, and wilt 
now be produced from a bung- 
alow i n Me rsey side by Roy 
Gibson, having lived up till now 
in lolo Davidson's farmhouse. 
Roy plans to change the mag- 
azine's emphasis from a contrib- 
utor-driven publication to one? 
that picks <i subject each issue, 
and involves contributors more 
directly in the advance planning 
of the magazine. Roy makes a 
point of always criticising sub- 
missions constructively, some- 
times writing 3 little machine 
code routine to improve the 
original program, or referring 
the programmer to appropriate 
reference books. 

Both 76! 48 and Spectrum 
Computing feel that the core of 
their readership lies with the 
more serious Spectrum user 
and less with the committed 
arcade player Consequently in 
coming months the emphasis is 
likely to move towards supply- 
ing more material on the mach- 
ine code and utilities front, white 
coniinuing to publish games 
programs as "freebies r . 

Or course, there's no real 
reason why tape magazines 
shouldn't include taped inter- 
views with people in the soft- 
ware industry, or indeed com- 
bine recorded sound with soft- 
ware in the same devious way as 
Soft lee Systems have with their 
educational software (see this 
month's CRASH COURSE). The 
possibilities are endless, and 
they certainly serve a comple- 
mentary function to the tradit- 
ionally produced, hard copy 
computer magazine. 

A subscription to one of the 
tape magazines would provide a 
regular fix of software and tech- 
nical information, and should go 
down well wilh any serious 
computer user. But the game 
player has a lot to gain from tape 
magazines too — for the price, 
they're hardly a rip-off, each 
containing at [east a couple of 
perfectly respectable budge? 
games, together with features 

6 resented in a clubby manner, 
/orth checking out. 
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fjf^FUl * by Rosetta Mcleod W 1 s 

rapidly expanding market in educational software is reflected ational system Over recent years, teachers of both primary and 
sheer variety of programs now being issued. While not all of secondary school children have become increasingly aware of the 

importance of teaching listening and talking skills as well as those of 
reading and writing. Indeed, future exams may actually test levels of 
competence in ail four of these skills. 

At present., there is a dearth or materials specifically designed for 
teaching and assessing fistening skills, and it would be valuable if 
the See Wear concept could be extended to cover a variety of subject 
areas.. Tony Lee of Softlee Systems is very interested in developing 
software with a strqng educational content, and hopes to add lang- 
uages other than French to his range of programs. 

Another novel program is Worfdwise: Nuclear Weapons from the 
Richardson Institute for Conflict and Peace Research at Lancaster 
university. This program is not available in the shops, and can only 
be obtained from Lancaster University. Although it is therefore un- 
likely that the program will achieve any real commercial success, it is 
nevertheless good to know that, at last, minority interests are being 
catered for in the field of educational software, 

It seems, however, that it is only the small publishers who are 
beginning to wake up to the needs of the large number of people 
involved in education. They are realising that educational software 
should not be directed solely at children involved in the traditional 
areas of learning, but at people of all ages who have a wide range of 
different educational interests. Let's hope the larger publishers will 
soon follow suit. 



The 
by t 

them strike me as as being of great educational value, it is never- 
theless heartening to note that some publishers are now prepared 
to experiment with new ideas in this area. 



One of the most exciting concepts is the See Hear range of pro 
grams from Softlee Systems, which provide audio materia* for the 
user to fisten to through headphones while watching the screen. 
Each See Wear package come complete with a connection lead for a 
standard % inch stereo headphone socket, and other types of lead r 
suitable for personal stereos for instance, are aJso available from 
Soft fee. 

Using a stereo cassette deck, the tape is loaded into the computer 
in the usual manner, and the user will hear the instructions for the 

?rogram through the headphones while the tape is actually loading, 
his is achieved by recording the spoken word onto one of the two 
tracks on the stereo tape, and putting the program onto the other 
track. Although the concept of audio-visual presentation in educ- 
ation is not new, Softlee are probably the first company [n bring she 
whole idea within the reach bf the ordinary home-computer user. 

From a teacher's viewpoint, the See Hear programs seem to me to 
have an extremely useful role to play in our quickly-changing educ- 



A DAY AT THE SEASIDE 



Producer: Softlee 
Systems 

Memory required: 48K ^ 
Retail price: £7.75 
(including connection 
lead and flashcards} 
Age range; probably from 
4 to around 8 

A Day af the Seastde is a spelling 
story tape for young children 
which should be used with a 
stereo system as mentioned 
previously. The detailed instruc- 
tions included in the pack clearly 
explain how to set up the equip- 
ment, using the connection lead 
supplied. Side One of the tape 
contains the instructions for the 
story itself in software, and 
while the program is loading the 
user is treated to an explanatory 
commentary. This is particularly 
useful for a parent running 
through the program before 
using it with the child. 

Side Two contains the story 
itself, A Day at the Seaside, 
which is read very clearly by a 
female voice. At specific points 
in the narrative, the child is 
asked to spell some words. The 
words can be introduced to the 
chitd before the program is 
used, using the flashcards pro- 
vided in the package. Twenty 
words r such as 'beach/, 'sea', 
crab r and pier J are clearly print- 
ed on one side of the card, while 
a writing tutor for the word is on 
the other. A parent or teacher 
can decided how to use these 
flashcards to best advantage — 
before, during or after the story. 

One very useful feature of the 

Krogram is that after the child 
as typed in the fifth word, there 
is an assessment of progress. If 
reasonable progress has been 
made, a further assessment and 
score is given after every other 
subsequent picture displayed 
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on screen. If the child has made 
a lot of errors, however, the 
computer may advise the user to 
stop and do some preparation 
before starting again, tn this 
case, the computer will empty 
its memory and refuse to con- 
tinue. Another excellent feature 
is that the parent can alter the 
normal tower case spelling to 
upper case (capital letters) ir 
required. 

This program has been very 
well thought-out and is profess- 
ionally presented. The sound is 
excellent arid the speaker's 
voice is cfear and pleasant to lis 
ten to. The music and sound 
effects contribute to the child's 
enjoyment of the whole. The 
five-year old who tested the pro 



gram tor me loved the story and 
was partrcufarfy amused by the 
humorous touches >n il — for 
instance the family forgetting to 
put the baby in their car when 
they set off for their day at the 
seaside. 

My assistant was totally 
motivated to spell the words 
correctly so that the computer 
would show him the picture of 
the word, and allow him to con- 
tinue with hearing the story. His 
final comment when we had 
completed the program was 
When can we do some more 
stories like that?' Faced with 
such an enthusiastic reaction, I 
highry recommend A Day at the 
Seastde for use both in the home 
and in schools 



Control keys: words to be typed 
in by the child. No need to use 
ENTER 

Keyboard play: responsive 
Use of colour: simple, bur bright 
and attractive 

Graphics: ctear and effective 
General rating: an excellent 
program which young children 
will love. The adult {teacher or 
, parent} can decide on the best 
way to use ihe flashcards to 
meet the needs of the child. 





WORLDWISE: NUCLEAR WEAPONS 



Producer; 

The Richardson Institute 
for Conflict and Peace 
Research, University of 
Lancaster, LA1 4VF 
Memory required: 48K 
Retail price: £6 (or £8.50 
including the book, Guide 
to Nuclear Weapons) 
available only from the 
University 

Author: Paul Smoker 
Age range: older 
teenagers/adults 

This is probably one of the most 
unusual programs I have seen. 
WorMwtst 3 is described as J a 
microcomputer atlis that can be 
used to study 3 variety of world 
problems' — in this case it is the 
nuclear Threat that is focussed 
an, though it is hoped thai future 
programs will deal with such 
topics as literacy, food r health 
and wealth. 

The program comes complete 
with a twenty seven-page users 
manual which gives very 
detailed instructions on using 
both the Woridwise Atlas and 
the Nuclear Weapons sections 
of the program. The Atlas holds 
more than 130 countries, arid 
maps may be reduced or enlarg- 
ed in the Atlas part of the 
program. 

While the Use? Manual sugg- 
ests that individual or team 
games may be played to test 
knowledge of the names and rel- 
ative positions of countries, with 
the best will in the world, I can- 
not see that the games suggest- 
ed woukJ provide much fun or 
enjoyment though they would 
certainly be of educational! 
value. 

When it comes to using the 
Nuclear Weapons section, the 
player is asked to select from the 
frightening list of weapons 
owned by the USA, USSR, 
France and China, It is then poss- 
ible to choose an area of the 
world and call up on the screen 
the various weapons depfoyed 
there. 

In this respect, the program 
succeeds in making one aware 
of the reality of the nuclear 
threat, and of the proliferation of 
weapons distributed around the 
world. Again, this section in the 
Users Manual is followed by 
suggestions for simulation 
games involving two negotiat- 
ing teams representing the West 
1 USA, UK, France] and the East 
(USSR, China). These games are 
proposed for use in the class- 
room but would, t think, only be 
successful with the brightest of 
senior pupils, and only with a 
vast amount of preparation and 
guidance by the teacher 

Paul Smoker, the author of 
Wortdwise has used the simul- 
ations very successfully with 




groups at students at the Rich 
ardson Institute who are follow- 
ing Peace Studies courses, but, 
while appreciating that the prog- 
ram might appeal to undergrad- 
uates, 1 doubi if it will enjoy 
much success in schools. 

Certainly the idea of class- 
room simulations as a way of 
focussing discussion on the 
problems of the nucfear age is a 
very worthwhile one, but I feel 
that the rather dull presentation 
of the program would not en- 
dear it to school pupils. More 
clear ly-def i ned s i tu at ions, 
which took the players step-by- 
step through rhe decision mak- 
ing processes involved would 
have made the game more 
accessible. Nor, as it stands, is 
the program likely to have imm- 
ediate appeal to teachers, be- 
cause of the vast amount of dir- 
ection and help they would have 
to give to their pupils. 

I'm sure though, that the 
program will be very successful 
with the undergraduate audi- 
ence that it was devised for — 
perhaps too with other groups, 
like the Greenham Common 
protesters, although I don't trunk 
there is much call for home- 
computers in their tents! 



Control keys: the variety of keys 
to be used in The different sec- 
tions of the program is 
explained very clearly in the 
Users Manual 
Keyboard play: very fast 
Use of colour: good 
Graphics; mainly maps, bul 
Clear representations 
General rating: minority appeal 
Aimed ui an academic audience. 
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HISTORY MYSTERY 



Producer: Argus Press 
Software (Clever Clogs 
Series) 

Memory required: 48 K 
Retail price: £7.95 
Age range : 5 to 1 1 and 
over 

Thp aim of the five games in thus 
package is to teach children 
about the Brble in an entertain* 
ing way by cj ivmg them the. task 
of finding various Biblical treas- 
ures, such as Moses' basket, the 
Ten Commandments and 
Herod's Crown. A clue (a Bible 
reference) is cjFven for each 
treasure. The first game, Easy- 
pea$is l involves only seven of 
the treasures and is intended to 
familiarise the player with the 
controls After this, the games 
become progressively more dif- 
ficult, building up to the final 
cha 1 1 enoe r Phnderthunder, 
where the player has to race the 
evil Dr Plunderwerst to The treas- 
ures avoiding a variety of dang- 
ers on the way. 

The player is referred to the 
Today's English Version of the 
Bible, although a short sum- 
mary of the Bible stories which 
occur in the game is supplied 
with the cassette. 

A teacher of Religious Educ- 
ation, who looked at the pro- 
gram for me, had some reserv- 
ations about its use. He felt thai 
the maps were a useful way of 
reinforcing the geography of the 
areas involved, though the incl- 
usion of a world map would 
have been helpful fur the chi Id to 
see the position or the biblical 
land?; in relation to In a won 



country. He also thought that the 
pa me encouraged children to 
interpret the Bible literally, 
instead of increasing the aware- 
ness that it contains not only his- 
tory but also myth, legend and 
parable. Nrjr does it C-onsiderthe 
fed that the real function of 
Bible study is to help people 
learn more aboul 1 hem selves 
and the modern world ihey live 
hi. The Good News Bible would 
probably have been a more suh 
able source of reference that the 
Today's English version. 



Control keys; move by using the 
arrow keys; L to see list of 
treasures, C for clues, D to fi nd 
out if you have landed on a 
treasure 

Keyboard play: responsive 
Use of colour: good 
Graphics: mainly maps, but 

Suite good 
ieneral rating: with a fair 
amount of adult direction, this 
program could be useful, 
though I doubt if it is the krnd of 
game a child would choose for 
him or herself. 



FRENCH LISTENING 
COMPREHENSION 1 



Producer: Soft lee 
Systems 

Memory required: 48 K 
Retail price: £6.50 
(including connection 
lead} 

Age range: Secondary 
school pupils to adult, 
with a basic knowledge 
of French 

This listening comprehension is 
one of the See Host programs 
already described. The program 
contains three different 
sections, each with ten ques- 
tions and of increasing levels of 
difficulty. The user will hear the 
instructions for use in French 
while the program is loading, 
although they are printed on the 
package in English too. 
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In the first section, short snip- 
pets of conversations can be 
heard, and the task is to answer 
questions on who is speaking, 
where the Speaker is P and what 
he is doing. Each time, the 
screen shows a choice of four 
possible answers, and the user 
must position the red band over 
the answer of his or her choice. 
One might, for instance, hear the 
contents of a shopping list, and 
have to decide if the speaker is m 
a cafe, a grocer's shop, a chem- 
ists' s or a bakery. At the bottom 
of the screen, a green strip dim- 
inishes in length to show the 
amount of time remaining. 

Section Two contains short 
descriptions of various situa- 
tions, followed by part of a con- 
versation. This time, the user 
must select the correct reply 
from the options on the screen, 
One conversation is between a 



policeman and the witness to an 
accident who is asked 'Was the 
lorry travelling too fast? r The 
final and most difficult section 
features a conversation and a 
story, each of which is heard 
twice. This time, the questions 
are also displayed a second time 
wiih the initial responses high- 
lighted, so that the usercan alter 
the answer given if he or she 
desires. 

If trie user scores 16 or more 
out of a possible 30, the correct 
answers can then be displayed, 
with accompanying explan- 
ations, for the questions incor* 
rectfy answered nr the user may 
choose to see just the number of 
each question he or she ans- 
wered incorrectly, togetherwith 
the answer chosen. 

This program definitely 
scores over the other language 
programs on the market be- 




cause of the listening element. 
All the audio material is read 
clearly and at a sensible pace by 
two native French speakers, and 
the sound quality is very good 
indeed. 



Control keys: any key to move 
red band downwards to chose 
an answer, number keys to 
move it up 

Keyboard play: very responsive 
Use of colour: limited 
Graphics: none. 
General rating: Highly 
recommended 



Trouble In Store for Herbert 



Spectrum 48K £9.95 
Commodore 64 £9.95 
Amstrad CPC 464 £9.95 
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SUPER 

PIPELINE 

2 



Producer: Taskset 

Memory required: 48K 
Retail price: £7,95 
Language; machine code 

Super Pipeline became some- 
thing of a cult game on the 64 
and gave software house Task- 
set a big following. The Spec- 
trum version of Super Pipe fine 2 
is the first ever game Taskset 
have done on the Spectrum, and 
is a conversion from the 64 vers- 
ion of the same name. 

In Super Pfpetrne 2 you are in 
charge of a gang of busy work- 
men who repair various iong r 
convoluted pipes that get dam- 
aged by the nasties that come 
from all angles. Some of them 
are harmless to the pipes but not 
much good to yourself or your 
team p whereas others, like the 
two types pf drill, make holes in 
the pipes. This is a Bad Thing 
because water is flowing down 
from 3 cistern at the top left, 
through the pipe, to issue at the 
end into a barrel- The object is to 
fill the barrels) before the sup- 
ply in the cistern runs out. It 
takes a while for the water to run 
all the way through the pipe, so 
nothing is being wasted if holes 
are made before the water 
reaches them, but after that 
precious time and water is 
awasting. 

To repair a hole you must 

Stride one your workmen to the 
ole i at which point he will start 
hammering away and repairing 
it. It takes a few seconds to re- 
pair,, and in the meantime you 
must protect him from the pred- 
ators. This is done by using your 
blaster which, however, may 
only be fired left and right which 
puts you in a vulnerable position 
while you are climbing up or 
down a pipe. The workmen run 
on to the screen and dash 
around the pipe complex until 
they are either snatched by a 
nasty or come up against you f in 
which case they huddle at your 
back until led off to a repair job. 

When a barrel is filled, a tune 
plays and various inter-screen 
animation sequences take place. 
Each subsequent pipe is longer 
and more complicated than the 
last, later ones require more 
than one barrel to be filled r and 
of course there are more and 
nastier nasties. Lobsters can 
only be shot up from behind and 
the lacks are completely invuln- 
erable. 



CRITICISM 



• 'This may sound like a betray- 
al, but we ought to admit that 
there are some games where the 
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graphics work so well on the 64 
and less well on the Spectrum — 
the reverse is also true of course. 
Super Pipeline 2 is such a game. 
I do play games on the Commo- 
dore, and this tooks so much 
better on that machine. Anyway, 
having said that, 3 think Taskset 
have done a good conversion of 
this madfy addictive piece of 
frenzy. I always enjoyed the way 
your workmen have a mindless 
mind of their own, and true to 
British style — there's never one 
around when you need one! 
Niggles are that the horizontal 
pipes are hard to get onto, con- 
trol is slightly tricky (and it is a 
test of your joystick too), and if 
there are a couple of workmen 
sheltering behind you, their 
characters overlap, making it 
hard to see the damned pipe!. 
Stilt, it is an addictive game, a 
playable one although a bit 
tough because of the things I've 
just mentioned, one well worth 
getting/ 



• 'This was one of my favourites 
on the CBM. The Spectrum vers- 
ion has not done too badly 
either, it has very good cartoon 
like graphics which are well 
drawn and animated. The sound 
is very good for the Spectrum 
hut it /eaves a little to be desired 
Playing the game is as manic, or 
more so, than the CBM64 vers- 
ion and f am very addicted to it 
as it is so playable . It has little 
sequences at the end like *Pac* 
man* which are very jolly \ My 
only niggle is that when you 
want to cross over to another 
part of of the pipeline you have 
to move your foreman exactly to 
the right position or else he 
won 7 mo ve at all so if yo u aren 't 
very good at playing or you have 
two workmen following you (so 
you can 't see the pipe) you tend 



to lose lives as it takes time to 
get it right 

• Super Pipeline 2 is a fast, 
addictive and very difficult game 
to play, Graphics are along the 
usual pipe I ine style but plenty of 
nice animation and colour The 
meanies are extremeFy vicious 
and at first I thought the game 
was too difficult to play — I still 
do! I soon got very frustrated 
with because as soon as I had 
plugged one hole, another 
appeared. The water pouring 
out is realistic and nicely descr- 
ibed. I found the up and down a 
little hard to get the hang of — a 
bit finicky. A nice game but a 
little too difficull for my liking. 
Frantic plugging! 



COMMENTS 



Control keys: 0/P left/nght, E/D 
u p/d own r Space to fire 
Joystick Kempston, Sinclair, 
Cursor 



Keyboard play: very positive 
response, but finicky control 
U se of col o u r : genera lly fi n e, 
each pipe in a different colour, 
but some graphics clashes 
Graphics: nicely sized 
characters with good animation 
Sound: good tunes between 
screens, otherwise spot effects 
Skill levels: progressive 
difficulty 

Lives; selectable between 1 and 
8 

Screens: 16 

General rating: a conversion 
which suffers in comparison, 
but a tough and addictive game 
nonetheless, 



Use of computer 77% 

Graphics 30% 

Payability 81% 

Getting started 80% 

Addictive qualities 86% 

Va J u e for mo ney 79% 

Overall 79% 
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A great NEWgame 

from A& " 





Out intrepid nerQ-'Hen Houaa Hiny" ol 
'Chuckle En" 1 fame hae been caHlad In to 
help a "Chacoiate Egg KK manufacturef aofl 
out hit automated factory, which haa gone 
hay wire. Ha rry , ual ng all th# ifciH i ha acquired 
working In the Han House mutt pel tha 
wheels o( industry moving 

Mot only doe* Harry have to coHect the 
I ^gradients to mix the sgga. bui ha will 
also havaio collect the part* foHhe toy* 
that go I naJda the egge. 
Aa If all these problems ware not 
enough thate era a number of 
other Kgma thai Harry will need to 
ftnd and use to be able to 
complete the task. Tninga Ilka 
ladders, Hta of glrdart, key* and 
many mora, 
Chuofcle En 2 contains 1 20 ecreene, plenty 
of surpria a*, and H a a true Arcade / Adven ture 
game - you tfon't just find rninga, yew acrWfy 
move tfiaro a/itf i«e Warn. 



NULUSE50JNDUS 



SPECTRUM48K 



— AVAILABLE FROM GOOD COMPUTER STORES 

w.tif i £6'9Q ALSO AVA ILABL E DIRECT FROM A&F 



Great games. Great ideas. 

A&F Software Unit 8, Canal Side Industrial Estate, 
Woodbine Street Eaat t Rochdale, Lanes OL165LB 
Telephone: 0706 341111 



H-E»R-B«E«R-T'»S 




■ 5HLE 



HERBERT'S 
DUMMY 
RUN 

Producer; Micro-Gen 

Memory required: 48K 
Retail price: £9,95 
Language: machme code 
Author:The Micro-Gen 
team 




Now you should all* remember 
Herbert. He's the Irttle chap from 
the Week family whose ineptit- 
ude became world renowned in 
Everyone's 3 Walty. In this game 
Herbert has become separated 
from hts Mum and Dad during a 
visit to the local department 
store It is up to you, the p layer to 
guide him back to his parents 
who are waiting for him in the 
'LOST AND FWND' depart- 
ment 

The game beg ins with Herbert 
in the toy department at 1 pm: 
the store closes at 5,30 and you 
have four and a half hours to re- 
unfte Herbert with his pa rentals, 
Since the game is played in reel 
trme. In both style and present- 
ation Herb&rts Dummy Run is 
similar to Everyone's a Wat!y t 
which is not surprising as it's the 
third game in the Wally trilogy J 
Dummy Run is b graphical adv- 
enture game that calls for a high 
degree of arcade skill as welt as a 
degree of lateral thinking. The 
opening screen is typical of the 
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game: Herbert finds himself 
sta n d i rig on a box in the toy dep- 
artment; you nottoe at the top of 
the screen a series of shelves 
loaded with a wide variety of 
toys. How can Herbert reach up 
there? Well of course the box 
he's standing on is a Jack-in-the- 
box, and when the key has been 
fetched the spring action will 
propel him up onto the shelf. 

As with the other Wally 
gam es, ma ny of the screens take 
the form of well known arcade 
games. One screen can only be 
solved by dismantling a wall, 
'Breakout' style — if you man- 
age this the resultant pat on the 
head is well deserved. 

The game would be too easy if 
you could pick up and carry 
every object that you came 
across. Only being able to carry 
two objects at a time forces you 
to do a little forward thinking. At 
the top of the screen you are 
reminded of what objects are in 
your possession — the one that 
you have had for the longest is 
automatically exchanged for 
another 'collectable' piece as 
you walk past it. As you explore 
the store looking for the ways 
and means to solve the game 
you are under constant pressure 
from a wide variety of mobile 
'thingies'. You have three lives 
and when you come into contact 
with some of the nasties your 
energy, shown by a large tear 



that fills up, wfII be reduced until 
you escape the meanies. or lose 
that life, A few mobiles kill imm- 
ediately on contact so you wL 
have to learn to identify them 
, You are able to reverse 
the drain on your energy by eat- 
ing the sweets found scattered 
around the store. 

For his efforts, Herbert is re- 
warded with his favourite jelly 
babies, and the closer he he is to 
finding his parents the more he 
wWi get. All told the game ex- 
tends for over twenty five 
screens, but don't expect Herb- 
ert to get fat on jelly babies toe 
soon! 



D-U-M-M-Y R-U-N 



CRITICISM 



• 'I have mixed feelings about 
this game, on the surface it is an 
excellent program but 1 feel that 
Micro-Gen may be repeating the 
formula once to often. If you 
don't mind that, then Herbert's 
Dummy Run may be worth hav- 
ing. The graphics are excellent, 
even better than those in Every- 
one's a Watty, the sound is reas- 
onable and the colour is used 
well. The game is as infuriating 
as it's predecessor and should 
please the arcade /adventure 
addicts. Those horrible colour 
attribute problems are still with 
us but they really can't be help- 
ed, after a white you tend to ig- 
nore them. 1 think the asking 
price of £9-95 is a little steep — I 
feet the game would be much 
better value at £6.96. Overall it's 
a very good p rogram if you don't 
mind more of the same, I hope 
Micro-Gen's next game is 
graphically as good but with a 
substantially different game 
format/ 

• 'Herbert's Dummy Run con- 
tains graphics which are weft up 
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to Micro-Gens high standard* 
They are both colourful tow 
Ana defatted. The game is fun 
and very addictive and contains 
many mini games within it's 
ovara/i structure. White these 
mini games art nothing than 
fairly simple shoot-em-ups they 
add to the overall peril of the 
game. Herbert is destined to be 
another Micro-Gen star At thts 
ra re t don T t think the Watty trifogy 
is ever going to stop f with eti 
those characters to choose 
from, t'm gtad they've onty got 
one character in this one — tet *$ 
face it, whan you've got five five 
characters ait stealing the object 
you need next infuriating isn't 
the wtirdf 

• 'Staying on the same lines as 
before — Herbert's life while he 
grows up in a wildly strange 
place — Herbert's Dummy ftun 
is set in a large department 
store. Graphically it seems to be 
far better, perhaps it's the use of 
more colour, or even more tie- 
tailed characters- One room that 
I liked particularly was the one 
with a huge bed and lots of 'Z's 
f loati ng a rou n d . Plenty of a res de 
sequences are included in the 
game, which follows on from 
the general idea of the previous 
Wally games and requires some 
thought to enable you to prog- 
ress with it, I only wish that 
Mikro-Gen had included some 
other characters that wander 
about, as in some of their other 
games, but sequ els are based on 
on the fact that the production is 
better in some way than the last 
game. Overall I think that this 
game is another winner for 
Mikro-Gen. r 



COMMENTS 



Control keys; Q r EJ f U p OAV,R, 
V,I,P I eft/ right r Z-M to jump 
Joy stick : Sinclair and Kempston 
Keyboard play: good 
Use of colour: very good 
Graphics: excellent 
Sound" good, nice opening tune 
Skill levels: 1 
Lives: 3 

Screens: over 25 
General rating: more of the 
same excellent stuff. 



Use of computer 30% 

Graphics 90% 

Payability 89% 

Getting started 83% 

Add ictive q ua I ities 90 % 

Value for money 82 % 

Overall 90% 
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Draw a Heavyweight Fighter 
and win a trophy! 
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ELITE'S latest offering for the 
Spectrum is FRANK 
IRUNO'S BOXING ,in which 
you have to fight your way 
to the top in the heavy- 
weight ring. 

We've obtained a sneak 
preview of the portraits of 
the eight boxers who punch 
their way through the game, 
The nice Mr Wilcox at Elite is 
offering some knockout 
prizes to CRASH readers 
who come up with a 
drawing of a ninth boxer. 

Take a gander at the eight 
lovelies pictured here and let 
your imagination run riot — 
the outright winner of the 
comp will pick up a specially 
commissioned trophy, a 
VTXS00O modem (reviewed 




in Tech Niche this issue} and 
a copy of the game. Two 
lucky mnners-up will also 
pick up a VTX5000 modem - 
ideal for getting onto 
Micranet, together with a 
copy of the Frank Bruno 
game, and a further twenty 
two lucky entrants will 
receive their very own copy 
of Elite's aggressive arcade 
action masterpiece. 

Entries please to reach the 
FRANK BRUNO 
COMPETITION, CRASH, 
PO BOX 10, LUDLOW, 
SHROPSHIRE SYB 1DB no 
later than 25th July 
let's have a nice clean 
drawing, and may the best 
artist win in this, the Elite 
Prize Fight. 
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MOUNT 
CHALLENGE 

Producer: Aasvoguelle 
Productions 

Memory required: 48K 
Retail price: £6.95 
Language: machine code 
Author: Bill Percy 



1 would like to think that this 
game was inspired by the 
Shropshire hilts that surround 
its author's home but the deadly 
creatures and unpleasant plant 
life found in this game are thank- 
fully not to be found on the Long 
Mynd, at least not In such 
numbers. 

Mount Challenge is an un- 
usual game. The player guides 
Professor Burk to the top of the 
mountain. For the sake of scient- 
ific research he must battle his 
way to the top white being under 
constant threat from the nasties 
that live on the mount. Even the 
little birdies tucked up in their 
nests are lethal. Burk must be 
guided from one ledge to 
another (in reality, platforms of 
varying length and colour}. The 
length of a ledge can be 
described in terms of blocks or 
steps since this is how Burk 
moves, either one or two steps 
across or by one or three jumps 
up or down. So to play the game 
you consider the ledge that Burk 
is on and try to map out a route 
in advance. If Burk i& on a green 
ledge then he cannot move at all 
until the energy is turned on, 
and then only one step at a time. 
If a ledge is red then movement 
is by one step at a time with the 
energy off or by two steps with it 
on. If you are one step from the 
edge of a red ledge with the 
energy on and you jump to the 
side then you are going to jump 
one step too far into who knows 
what 

On some ledges monsters 
await you r attacking as soon as 
you move onto their level, at 
which point escape at full speed 
is the only course and under that 
kind of pressure sorting out 
whether you should have the 
energy on or off is very difficult. 

The game is played over 160 
screens, the mountain being 20 
screens high with the other 
screens taking up its various 
faces. Some feces have no 
ledges — so any attempt to jump 
onto them will be met with mild 
disappointment. Getting to the 
mountain's summit takes a 
great deal of time because the 
author has laid so many traps. 
More often than not you think 
you've found a way up to the 
next level only to discover your- 
self trapped because the colour 
of the ledge you fand on pre- 
vents you jumping back. 

While the game does not pro- 
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vide a score as such this can 
measured by noting how many 
levels you have managed to 
scale Three lives are allowed 
and in the very likely event of 
your losing one you find your- 
self back on the screen on which 
you died but back at the place of 
entry. On the B side of the tape 
there is a pretty standard 
dominoes game — generous 
chap our Bill. The game is only 
available mail-order, and you 
can contact Bill on 069 46 345 



CRITICISM 



• 'When I first played Mount 
Challenge I though 'Oh no not 
another half hearted platform 
game' but 1 was wrong. The 
program is definitely more of a 
puzzte than a game but I am sure 
that's as intended. The graphics 
are OK for the type of program 
though a little on the boring 
s i de . 1 f ou n d the ga m e ex t remedy 
addictive and challenging. Most 
of the time was spent experi- 
menting with different routes. It 
is a great game for the price and 
with the dominoes game on the 
B side it must Tiave some 
appeal./ 

• Mount Challenge really is en 
oddball game because the 
movement is dependent on the 
co/our /ectoe on which you are 
standing. The game demands 
really quick decisions. At the 
edge or most screens one has to 
decide whether to jump one or 
two blocks but since you cannot 
see it's reaily a gamble — most 
of the time 1 was wrong and 
either ended up either stranded 
or shark bait. While Mount Chall- 
enge has very simple graphics 
they are smooth and every now 
and then you encounter minor 
graphical niceties that implore 
you to explore further. The 
game design is superb because 
the idea behind it is so deviously 
simple, it is frustrating, challen- 
ging and addictive. Pfayabilrty 
was marred until the controts 
had been mastered. In defer- 
ence to Mr Mtnter I will describe 
the game as 'brill r n fab' so 
there/ 



• When I was first shown this 
game by Mr Percy I (in Minter- 
ese) 'got negative vibes man' 
and my first impression was a 



bad one. When I settled down to 
play ft I was impressed by the 
puzzle that the game presented 
and I would dearly love to get to 
the top of that wretched mount- 
ain. I am only sorry that more 
effort was not made to produce 
much more attractive graphics, 
In themselves they would have 
made no difference to the play- 
ing of the game but I am not 
happy that the existing graphics 
do the game itself justice. One 
oddity I found in the inlay was 
the claim that the game had 
been made 'deliberately harder 
when using a Kempston , , . p as 
the player could only change 
energy when the stick was cent 

red Hmph l sounds rather like 

a bug being turned into feature 
Perhaps Mr Percy will combine 
his obvious talents with those of 
a good designer for his next 
game,' 



COMMENTS 



Control keys: Q/A up/ down, l/P 
left/ripht, w for energy on/off 
Joystick: Kempston but the 
game is harder to play 
Keyboard play* responsive 
Use of colour: generally very 
simple 

Graphics: smooth and simple, 
Burk is rather ungainly 
Sound: nice tune 
Skill levels: 2 if you consider the 



Kempston 

Lives: 3 

Screens: 160 

General rating: a highly 

unusual, addictive, difficult 

Same demanding a sense of 
lythm and fast reflexes, a bit let 
down by the standard looking 
graphics 

Use of computer 70% 
Graphics 57% 
Payability 65% 
Getting started 65% 
Addictive qualities 38% 
Value for money 80% 
Overall 76% 




: WINNERS WINNERS WINNERS A 



OK Chaps and chapesses, here 
we go with another Results 
Roundup, brought to you by 
your loyal Competition Editor, 
whose only aim in life is to get 
hofd of fuwerly pf izes and let 
you win them. 

No contributions have been 
forthcoming for the jumper fund 
and despite the so called start 
of summer this 'umble minkm 
has been slaving away, working 
hi s fingers to the bone with 
hardly any time left to shiver 

I Ve done my very very best 
this month, to keep you up to 
date with who has won what, 
but wttti Lloyd's incessant 
demands to make him tea, serv- 
ice his typewriter and kick 
Candy, combined with Jeremy 
El Corpulanto' Spencer's insist- 
ence that I wash his Morgan 
every Monday, I've not got asf ar 
forward as I might have. 

Winners of Bubble Bus's High 
Score challenge, the Vulcan 
Designer Joystick comp and 
Incentive's Confuzion Sweat 
Shirt puzzJe will have to bear 
with me tilF next ish. The Micro- 
meqa Slime Challenge Winners 
wi II know who they a re by now 
— Micromega are writing to 
them direct to make sure that 
the secret play-off remains a 
secret, so it's scfrtumm from me 
on that one. Meanwhile, here's 
the rest of the results to date. . , ; 

WINNER OF W ALLY 
FAN CLUB COMP 



David Ball. Alice Street, NE33 
5PH 

HONOURABLE 
MENTION 



DanieJ Watkins, Meadow Rise, 
DY12 1JS 

T Lennon, Ki nq standing Road, 
Birmingham 

Spot Prize Winners 

Alan McNamara, York Avenue, 

OL8 4BY 

Billy Sloan, Maybole m t KA19 

Robert Corradi, Brookmans Ave, 
AL9 7QG 

David Tyler, Henley Crescent, 
B91 2JH 

Stephen Graham, Green Lane, 
Cumbria 

I McAuliffe, West Common 
Grove, ALB 2LL 

RUNNERS UP 



Darren Broofcer. Greenfield Rrt, M2S 9LW. 
Nfiil Conwiin*, Ttiti rlestona Drive, SK7 
5RD Graham Baker, Meadow View, NH34 
8NF r J Singh, Manor Road, Hadlgy, Scott 
Green. Woodlands Grove, PO? &HS. Nick 
Lovibond. Pool Lane, WA13 BSJ, Robin 
Bilney, Ctanmaf Road. NG244ET, Ian 
Powek. Ttie Nurseries, LL13 OOP. Steven 
Wadswonh, WatflTtooRoad, Norfolk, Atari 
Johnston, Lincoln Avenue, 
AndfBw Taylor, Wwdland Dfive, SB1 7JV, 
C-nil WjKer. St Margaret Garden*. LN& 
0BG. Cnr,4iopher Wilding EdqewoCKl 



□rive, LU2 8ER Steven Rogera, i 
Slreet, BL4 9HS. Stephen Nolan, 



Lev iste i 



Halnvernarin Road, L4 3SA, Carl Simpson, 
Berrvfields Road, B76 BUS, John Nash, 
Elmdale Grgve, SQ5 GAX Jonathan 
□rough, Churston Rise, Devon, Paler 
Clinme. Lincoln Avenue r Gl 3 3PY. PaLiI 
MarcroFt, Kennedy Road, SB OHD, C M 
Llewellyn SmWi. Wellington Paaea, 0X1 
2LD, Colin Reekie, School house. KYT02DH. 
Garrv MurCormack, Sinclair 5lree*.Gfll 
1 AE, Neil Smith, SanaVlorTh Avenuu, FY5 
48S, Sluart Wardale. Field Lane, L10 QAG. 
Smart Chadwick, JeromeCtow. BN?3 7QV, 
CluiK-fliiLhie, Arthur V tew Crescent EH?:' 
1 NO. Dave Bailey, Wake Green Road, B13 
9PZ, Leo Deric, Sunny*;*}* Pore, CornwaH. 
Brian rVlcCrtim, TLrlleyhman Roao". **Grth 
em Ireland, John Gamfole, Thorn leighi 
Drive. BT28 2DS. Christopher AMen, Broad 
'ands Avenue. S1&6RL 



WINNERS OF THE 
AUTOMATA 
COMPETITION. . . 



Deus Ex Machine, Greatest Hits 
Vol 0*ie a nd Two 
J Gregory, The Law ley, B63 UB 
Paul Smith, Rosebank, EX 35 
6AR Jason Goddard, Dordon 
Cfose, B90 1 AH Philip Miggiton, 
Ironside Road r S14 James 
Parsons, Heron Way, RH13 6DP 

Five winners of DEU5 

Jonathan Blake, Janus, 0X5 
2SH John Atkinson, Browfield, 
CAT T OQA J Harvey, Sawley 
Road, 0E7 3EF Andrew Todd, 
Croft Close, Y043JU Paul 
Wadsworth, Lewis Court, DA1 1 
7EA 

Ten winners of TENPACKS 

K Bostock, Highfield Drive, CH7 
7AL Mrs J VPitchell, Midships, 
BN24 6ALM Craig, C/o 
Mawdsley, EH6 7NL G^h-i'r 
Fulcher, Lowenva, IP257AX Ian 
Clark, Argyle Street PE21N 8PH 
Mark Drackford, Cressing Road, 
CM76PIM S G Mitchell; Man- 
nings Gose, RG21 3EH J Tomk- 
inson, Sundial Lane, B436PA 
Chris Robinson, Tuart Street, 
DH3 3EN Steve Livings, Hasle- 
mere Road J CR4 7BF 

winners of GO TO JAIL Malcolm 
CoHinqe, Lostock Avenue, SK12 
1DB 11 Han, PoimuirRoad, 
SR31 QF Mrs A Cutting, Cam- 
bridge Road, ME8 OJH A 
Measures, Foxborough Road, 
OX 14 3AE Derek Cooper, Gran- 
ville Road, LA1 2PA Michael 
Bowditch, Goldcroft, BA21 4DA 
Damon Querry r Mount Road, 
SR4 7QD Clive PHcher, Paddock 
Mead r CM 18 7RR Alistair May, 
Institution RoadJV30 iQTJohn 
Taylor, Melbourne Cottages, 
NR2 2SV 



WINNERS OF THE 
IMAGINE 
BASEBALL 
COMPETITION 



N Atki ™n , Mar 9a ret Court. WAS 7 XZ Ron 
Atkinson. Baylcudflnan, VIE 10 rsAfj 
Anthony Allen. 0:b&ha(l Crescent. 
Jonathar Anst**, Jalna Haddington. StY 1 1 
OPS Peter Barnbnry. Ripley Grove, P03 6NJ 
C fl Bi-nle Ashcroh Road. L3? &BL Nk* 
Bn>r>S, Walrnley Road, B7fl SPG Mr K Glv, 
Alpine Rise. CV3 &NR Kevin Borg, 6ud;infl- 
harn Clow, W& ITS Hilary Brawn. Venne? 




Avu P03t BAF Paul SucklanrJ, Hai§ Slf««l. 
rVEl ? &BN James Clarke. Grace Way, Herts 
Simon Crabb, Conway Driwe, P021 4XDS 
Ementon, Pgr* Garda-na, BA20 10W Martin 
Fisher, Les&ure Court, Tyneand Wear 
Fd^a-rd Freeman, Archway Court, CB3 &LW 
Gargfd Ffrth, Ma^rairAvE-. RM66UB Adrian 
Gale, Wacalon Aveflue, &32 3ST M Gate. 
Panorama Road, BH1920T Paul de Carts, 
Taddyfor^fe House, EX44AT SlephfiTi 
Gfaham, Green Lane, CA2 70S Sew en 
Gjrjsse, I u kkensprove 2, Denmark JrjnatKan 
Han. DE2 5 AH Nsck Naynea. Pine View 
Close, GU27 1DU Sfeven Hormas, Majt 
Road, Defby Jo-naltian Hunter, Cumberland 
Avfifiue, DN32 OHT Culann McLaughlin, 
Cenrenary Part, BT7&5HI James 
Mc Mullen. Woodwiew, IrelanO Aie» Marsn, 
iafi Road , CM T 2 0 JX S MiTcheli MunninoB 
Clase, RG2f 3EH W Oswald, Arier-aide 
Street, PES 2EN Andrew Patterson, Willow 
Close. CV128&E Neil Pearson, Rabins CM* 
GU21 210 David Reid, Midtiolm Road, 
Surrey W P Rigos, Herns Lane, AL7 2AH 
Ciiiig Sanders, Hnarley Gardens, SKfi 1PJ 
Martin ScanJan, Albeca, TR3 ?JT S>mon 
Scolt. Silver Springs. BH20 68U Nathan 
Spencer, Ledbury Road, LEtl 2RD APan 
Slevens, Badger Road. Si 3 7TX Alan 
Thomas, "Woodgale Road, Gil 6 7G0 Drew 
turp^n, The Rye, LUG 28Q Mario VaEente, 
Oarenlh Drive, LE4 npjRajeab Varla. Moira 
Streec, L E4 6LD Sera 1 1 "rValmsley, Witt&n 
Close, NN14 2QJ Jeremy Ward. Liskeard 
Gardens, SE3 OPN C Warren, Greai Innings 
&G14 3TQ MitfitfQl White. AbefnetKy, DHZ 
1RX T1 Wisbey, Timber Ordiard, Herts Aujn 
Wooton, Castfe Road. ST7 3PH 



ERIK THE VIKING 
COMP WINNERS 



Three winners of Game and 
Book: 

Peter Miller, Cedar Close, 
Hampshire Stephen Oliver, St 
Davids Drive, EN10 7LS Graham 
Pugh, Ascot Close, Cardiff 

An<t the Seventeen runners up, 
who win a copv of the game 



Keith Afabaster r Brpadoak 
Avenue, ME1&60H C R Beale, 
Ashcroft Hoad L37 6BL R 
Hofrnan, Ary bastraat 29 971 5 
RT T Netherlands Dag an Jones, 
Rokesly Avenue, N8 8NR Scon 
Jones, Green How Park, LS29 
7LZ Tony Marshall, Douglas 
Square, T09 OQU A Masters, 
Church Hill, South Yorkshire 
Andrew Mou kwick, Riversdene H 
TS9 SOD Simon Proudman r 
West Town Lane, BS4 5DX Mark 
Roake, Whopshott Farm House, 
GU21 4SQTony Russell, 
Blandwalk, L6 9HD Michael 
Slater, Wood Top, BLO 9EN S J 
Smith, The Mill House, CT140LH 
Tony Smith, Salisbury Road, 
EXS 1 SN Jonathan Stweart, Clos 
Des Uses, Channel Islands J 
Thompson, Edgerton Drive, 
LS24 901 Peter Waine, The 
Haven, Shropshire 




Th* charmtng Itttto B™ 55 Doohickey wppifod by Ultimate 
as thapnzB m the Almn 3 Ma^t drying compmtiti QrJ , 'Hug 
me, squwize m* f save frttm det o(m tooney. 
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STARtONCOMP 
RESULTS 



Co ng ra Eli la ti o ns Cf a*h | in g s — 
the Universe has bean saved as 
a result of your efforts in the 
Star ion Competition E Here's the 
output from the Select and Sort 
Algorithm applied to your Post- 
al communications 

Anon, Queens Terrace, NE2 2 PJ Another 
Anon, WrEhendge Bungalow, Buck* 
Slennen Alexander, Wrlliitms Farm, CM9 
8 LP Michael AlEi son, Romanliurai, BR J DP A 
J W Barnetl, C?borrv* Street, SR69flE 
Andrew Barron, Rippon Crescent, S64RG 
Baumann. Sfiamons Close, Bedfordshire 
Rrche* d Bflver&tock, Benne11 Read, 
Midlands Matth&w Beard, Apple Grave 
EMT 30A R Bilney. Crsmmer flnad. NC24 
4ETL j Bradlev, Wvnter Close. A^on Marmr 
Brealey, Rufford Avenue. NG4 Mr S 
Bright. Lady Maryarrji's Avenue, Poutr- 
bornnuh Stephen Byn.SandvUne YW& 
9£B Warren Caine, Queftusway Dhve, 



VOTING FOR 
THE 

ADVENTURE 
CHART 

The CRASH Adventure Chart 
has picked up considerably 
since we first introduced it, with 
more and more votes coming 
in every day! To make life 
easier for sorting, we are now 
providing a separate write-in 

^ADVENTURE CHART 
COUPON 



Carpenter, Ash nare Close. 

G61 4HP Susan Carter, MaxwtM Road 
□A 16 2Efi WigeF Chaflis. Swindon Road, 
Wilts Stewart Cook, Constable? Avenue, 
HuJf 4HW Matthew Cooks, Old School 
House. Somerset Alan Cowan, Forneje 
A^enu-a G76 7RU PaulCrDc+tford, Fofrv 
Vrew, WE 1 T 5iP Martin Davis. LangsiQne 
Way SN^ 7BU K Dowson, Wo ode rest, SV3 
SEX Ben Oev&reau, Worley Road, AL3 BNS 
Bs^rlGy Eaton. Windsor Road WV7 3f»N 
Mark E 1 1, s Retrea t Heights, Inland Michael 
Fawkner, Pandora Road, CV2 ?FU K □ 
Fentort, Ripon Drive, NG34 BUF Gfftham 
Field. H^vrneads Lane,CrVT?3 5JJ Raymond 
rrancis, MonLpeUer Gardens, RM6 4EJ 
Steven George, Ha Iron Moor Avenue, LS9 
UE7 Chris Giles, Walnut Tree Road. TV/ 17 
QSD Jonarhan Green, Ben Madia an Park 
South, 6T36 7PX Mart Green h i If 
Steven ton M vw Road. Ludlow Paul Greoci 
Geo^Qu Streei. Notts Kevin Grubb, View-' ' 
arlh Streel. KYI 3DN K GtWSiK Cbesser- 
TieJd Road r SIS QRS David Hair* Nether- 
5tc™ Lane, WS?3 SBG Simon Hanson 
A&C01 Close. CV 12 flTB Jason Hayward, 
Churchilf Grove.. Wf 16DBW Kristian Head, 
Anrevs, The Common. SS7 3LU M Heat 



form, so please use it for the 
Adventure Chart, and not the 
one included at the bottom of 
the Hotline details. If you are 
voting on both charts, you may 
send both forms together in th e 
same envelope of course. 

How to register your votes 

There seems to have been 
some confusion in the minds of 
voters for the Adventure Chart, 
so to clarify the situations, 
here's how we do it You may 
vote for as many titles as you 
wish (not just five as in the Hot- 
line Chart) and you may award 



Address 



postcode 



man, Beaulleu Road, BHM SH v Mfu J Him 
Lonof ields Crescem , 5 Vorks A Hoi linos- 
wqrth, Wellfield Roacf, 5K2 6AT Feter 
Hooper, Alfriston PlacB, ?XT p 
Hopkins, Norham Close, NE1 3 7HS Simon 
Housa r fVluswell Avenge. NlD Dav-id 
Houston, SodTlirierrf Avenue, PA 8BY 
Robert Hughes. Warwick Avenue, CV5 6t>J 
tuanHunier. Cumberland Avenue DN32 
OBT C S Jacobs. Belhav&n Hill, f H42 lift A 
W Kenny, Lime Tree Avenue, CW1 4HZM 
Abid Air Kha n , U nd#rh ill Road P SR6 7RS Ian 
King Foxyard Road . Wes! Mid la n d s Francis 
Lee. West Dr^e, B2Q 3ST Graham Lewis 
College Road, Kum Ross lillvwhite, Knox 
Rpad, POZ SJL Matl hew Lyon, rtone y S i.iC*le 
Close, RG22 5PH Barry MtKeovvn. Ander- 
son Street, ML3 OOrM Ne ? l Mmrketfc 
CJevedaki, BS16 2-SOCMoorc HrjHyrj^nk 
Close, 512 ZGN Sam Morgan, Gilslan 
Road.CFT 9JS Hiro J^akAnishi, M.ni>*on 
Ruad CF4 fiSV M ack N ick h n . Drum p Road 
TR15 1NA Toby Nightingale, KdIbd Place 
m G Nor r is, Werissa Close, PO?SLP Justin 
0 Bnen, Cavendish Place, Sussex A Oliver, 
Button fload, SK1 1 7£U Eamonn O'hroill. 
Newcascio Road, BT31 9DP Masler S^mon 
Osborne. Ni Uside GsTtfans, RH3 7EW J 
Pdrmenler. Laburnum Close, NR31 BJB 



any of them points out of ten. 
So h for instance, you might 
vote for seven titles giving 
each of them ten points \f you 
think they are worth it, or only 
three and give them one each. 
These votes are then added up 
for each title and the total rs 
divided by the number of peo- 
ple who voted for the program 
resulting in an aggregate 
figure. From these figures, the 
top thirty adventure games are 
takon in descending order. 

Phoned-in votes are 
accepted over the Hotline 
(0584 3015) in the same way 
(please state that you are vot- 



Rahesh PaTat, ParkdaiB ansa, 024 3JU 
Jd'r.ioPn Hip*. FDtt*me vVii> SN10 5UN A 
i Psjl. KdI her iy Garden ji S ID 2Fft Darnel 
ftafeav. Bodeiwvi.ruar. Avfi. LL29SNP 
Darren Rea, SitweH Anns, JHQ Snmon 
Read. Offcnuich Lane,CV"3 1TN lam RHter 
Poplar Llose, NoiTs Tom Rin. Abinggr Wav. 
ii ^ arfc ftuwvre Y. Sunnyside Road, 

WW QUI Gavin Ryle. Mansionhouse Roacf 
£M9 2JD Michael RudrJv, Si Bride* Drive 
&A23 9BH Robert Savage. Crowlan<1 Road 
CB9 9LF Michael Slater, Wood Top, BLO " 
SEN J M Sorensen, The Ridgewa y . NE3 41H 
rVtarfc Stevenson, Honey Bourne, CM234EF 
Andrew Stocket, farm Close. PRO ?06 IV 
Tulett, Hollvvwood Lane, MEJ BAR Andy 
Turner, Far*taff Ave. flG6 2TQ Adam 
Vaughan, WhrrPetiury Court, NNT 2 BXCl 
Saiorii WaimaJey. Wikon Close, NNmzQj 
Howard WaJlers, CiossLane.. NN14 2EG 
A ndr ew WdSEan, Uoper A&trop Road OX 1 7 
3FT Pau^ Welts, Penfielrl Road. DVB 4LB 
Paul White, Rnwfflnds Ave, P07 7RU M 
WesMhorp, Ashby Crescent DH8 OLf T 
Vlnlliams, ButEam Drive. NE31 9JZ Sl^phen 
Winlrey. Kenrl worth Close, B612BSG 



ing for the Adventure Chart at 
the beginning), and may aJso 
be written in letter form without 
the use of the coupon if you 
prefer. 

Adventure Chart Prize 
Draw 

And don't forget that, like the 
Hotline Chart, you can win 
prizes! Each month we draw a 
winner from the voters, who 
receives £40 worth of software 
and a CRASH T-shirt, with four 
runners-up each getting a 
T-shirt and a mini-subscription 
to CRASH for three months. 



Remember - points out of ten f or as many titles as you wish. 



^SXSSIZT" 6 ™ 1 ' PO BOX 10, j 

CRASH HOTLINE WRITE IN COUPON 

My top five favourite programs in descendino order 1 
are: I 

I 
I 

I 



Please use block capitals and write clearly! 

Name TITLE 

Address 1 



PRODUCER 



Postcode : 3 



. S f.m SSiT i^Rl to: CRASH HOTLINE, PQ BOX 10, 
LUDLOW, SHROPSHIRE SY8 IDS 
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DOING A 

UNNER? 



The chaps at Design Design 

(the feHows who brought 
you, amongst other things. 
Dark Star and associated 
lunacy) are about to release 
another game onto the 
world. 

Called On The Run, the 

game is played in a beautiful 
maze, containing weird and 
wonderful plant life and 
there's a whole gamut of 
monsters to run . . you will 
have the choice of a variety 
of weapons with which to 
defend yoursetf, and the obj- 
ect is to collect a number of 
potions in order to save life 
end the universe from the 
endless onslaught of 
greeblies. 

It just so happens that 
Graham and Stuart spent the 
latter part of an afternoon in 
the office and were still 
around when the pubs open- 
ed — never ones to miss an 
opportunity, we wheeled 
them down to a local hostel- 
ry, plied them with pints of 
the killer J Old Ffatutence 9 bit- 
ter and told them they were 
going to have to stump up a 
prize. 

This they duly did — in the 
form of a tabJe-top Pac Man 
machine, which will grace a 
lucky CRASH reader s bed- 
room or whatever in due 
course. Forty nine other 
lucky win neroonies will have 
their very own personal copy 
Of On The Run. 

Of course there's no 
chance your loyal Compet- 
ition Editor will be allowed to 
claim any expenses for all 
the beer he bought to stitch 
up the deal but such is the 
ingratitude of life 



A chance to win a 




Pac Man 



arcade machine 



N 



This is what you've got to do: 
take the letters that make up 
the words Design Design, 
Dark Star and On The Run, 
jiggle them around and 
make as many other words 
out of them as you can. Each 
word must be at least three 
letters long r and your entry 
should list the words in 
alphabetical order (we've 

Sot to check them against the 
RASH dictionary, you see). 
No foreign words allowed, 
and put your entry in its very 
own envelope, writing the 
number of words you've 
assembled from the letters 



K 



DESIGIMDESIGNONTHE- 
RUNDARKSTAR 

on the back. All entries 
should arrive at ON THE RUN 
COMP, CRASH, PO BOX 10, 
LUDLOW, SHROPSHIRE SYS 

1D8 by 25th July. 

longest list of words verif- 
ied with the office dictionary 
wins the table top Pac Man 
machine and a copy 
ign Design's (atest 
and forty nine runners i 
I ess ) will col led their co py of ^^ST 
On The Run but no Pac Man 
machine! 

Get jumbling 
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I am intrigued by a recent 
development in comp- 
uter games — that of 
promoting the designer, 
or design team, behind a 
game rather than the 
software company. It 
seemed that almost half 
of last month's mag was 
devoted to Denton 
Designs, one team 
currently very much in 
favour. The Den tons are 
probably the prime 
example of the new breed 
of star programmers, but 
they're not the only ones. 

One of the games that Ive 
reviewed this month has been 
published by one company, 
while everything to do with the 
game has been created by 
another. In this case, what was 
formerly a relatively successful 
software publishing company 
has now become just a design 
house. This trend is going on all 
around — the companies with 
the marketing muscle become 
publishers for a number of 
design houses, themselves 
often created from the remains 
of smaller software publishers. 

Now r this is not necessarily a 
bad thing; it could mean that the 
quality of product reaching the 
consumer improves. But the 
problem with star' program- 
mers and teams could be that 
they will only add to the corpor- 
ate inertia that the new heavy- 
weight software publishers are 
al ready acq u i ring . The fact th at a 

Krogrammer has created one 
estselling game does not mean 
he is a good enough prog- 
rammer to do it again; the only 
way he may be able to do it 
again is to regurgitate the same 
formula — hence anything that 
comes remotely close to being a 
hit these days immediately 
spawns a sequel. 

While it may be handy for the 
writers of press releases to be 
able to say 'the new megagame 
from the authors of XYZ and 
XYZ IT, it may not be good for 
the industry as a whole, because 
every safe' sequel, or new game 
by the star team r may be block- 
ing the way for new, original, 
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material from fresh sources. If 
design teams are reaHy going to 
create benefits by becoming 
stars, they will have to move 
away from doing commissioned 
work, and try to establish firmer 
identities on their own account 
— not as puppets of the major 
labels. Ironically, probably the 
only way they could do this at 
the moment is by setting up 
their own companiesf 

A good example of what I'm 
talking about is Jeff M inter's 
company, Llamasoft. Jfff is a 
'star programmer who 1 ias dev* 
eloped a unique and instantly 
recognisable style -- and bec- 
ause he doesn't work to com- 
mission is regularly producing 
original {and bizarre) software. 
Any major label taking him on 
would have to give him a totally 
free hand — much as record 
companies do with their stars. 
Perhaps the software market is 
not yet developed enough, but 
a s Ih e po la risati o n we a re see i n g 
at the moment continues, and 
the heavyweights mop up the 
marketplace, design houses will 
find that the onus of originality 
rests with them — and they will 
have to discipline themselves to 
demand the right to be creative. 

And on a completely different 
subject, I was astounded to read 
that Sinclair will not be produc- 
ing a 128K Spectrum in time for 
Christmas. It seemed tike an 
eminently sensible idea to me, 
probably Give's best since, well, 
the 48K Spectrum. If it s true that 
they have millions of pounds 
worth of speccies they can't shift 
stashed away somewhere, they 
should either 1) take them all 
down to Highway 61, or 2) con- 
vert them to 128K at fairly 
marginal extra cost. 

For watchers of Angus and 
Nicola's house {new series 
coming soon folks) we have 
falas) done very little lately 
except acquire some plants and 
a compact dtsc r which, while 
doing wonders to the Mozart 
has singly failed to bring the 
toilet any closer, Also, I now 
have a new motorbike, which is 
red with yellow spots on, to 
replace the one which some 
thieving hyena (probably one of 
my fans) nicked a couple of 
weeks ago. VROOOM! 
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THE 
BULGE 

Producer: Loth I on en 
Memory required : 48K 
Retail price: £9,99 
Authors: By David Bolton 
and Colin Gordon 
Published by Argus Press 
Software 

One of the problems of being a 
software reviewer is that one 
tends to become very jaded 
about the games that ere avail- 
able, and the idea of actually 



playing computer games for 
recreation often goes down the 
plughole. Which is why I find it 
such a pleasant surprise tp find 
myself engrossed in a game, 
and wanting to carry an playing 
until I master it. The Bulge is 
such a game; it's highly addict- 
ive, ana that's a very rare thing 
amongst strategy games. 

I recently reviewed a game by 
lothtorien called Ovej-fa/rfs, 
which I said at the lime looked 
likely to be their last independ- 
ent release. The Bulge bears that 
due, and is the first "release feat- 
uring Lothtorien in the role of 
design house only. The differ- 
ence is incredible! It looks as 
though, freed from the incessant 
hassle of overdue bills, VAT 
returns, safes pitches to distrib- 
utors, printing foul-ups and all 
the rest of it, Lothlorien have fin^ 
ally managed to concentrate 
their energies into the game. 

The Bulge is without question 
the biggest (in terms of playing 
area) strategy game I've seen r 
it's also incredibly fast (respon- 
ses, cursor movement, scrol- 
ling} and works in simulated real 
time — ha(f an hour in the game 
passes every 15 seconds or so. 
The game is very user-friendly 
to play, and has the facility to 
change the background and unit 
colours — very useful ff you're 
laying on a black and white TV 
see the review of Midway for 
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more thoughts on this!). It can 
be played as a one player or two 
player game, and for once 
neither game loses out. 

The scenario follows history 
pretty closely: the Germans, in a 
last ditch attempt to avert the 
course of the war (in December 
1 944) launched a massive attack 
at a weak point in the Allied front 
line which was then lying 
roughly along the l ine of the cur- 
rent German/French border, 
The intention was to break 
through the Ardennes — a fairty 
mountainous forest area — and 
push on towards Antwerp. 

The game presents an accur- 
ate representation of the terrain, 
and a major feature is the 
weather — in the real Battle of 
the Bulge, the heavy snow that 
fell over Christmas was a major 
factor in stopping the German 
advance and in the game it can 
play an equally decisive role. 
The playing area is II thinkt 65 x 
100 units, and you have a fully 
scrolling map window of 24 x 24 
units. You also have a 'strategic' 
map window which shows you 
about a quarter of the total play- 
ing area at once r and you can 
swap between the two. Using a 
cursor, you move around the 
map, giving each of your units 
directional orders. They move 
towards their allocated target 
until told otherwise; combat is 
determined by strength of num- 
bers and a few other factors, 
such as infantry in towns, gain- 
ing extra defensive power from 
the town. 

Placing yourcursor over a unit 
will cause its strength to be dis- 
played on screen, so it is poss- 
ible to keep track of relative 
strengths; but I have so far 
found that the game moves so 
fast (even with pausing at every 
opportunity!) that I have been 
forced to conduct a mad 
scramble eastwards to try and 
contain the advance of the 
Germans (you can play the 
German role if you want). At the 
start of the game each side has 
around thirty units, and reinfor- 
cements arrive during the 
game; the allies have only two 
unit types, infantry and armour, 
while the Germans have both 
artillery and mobile artillery as 
well. Unit defeats are shown on 
a continual scrolling headline on 
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the screen, as are the weather 
forecasts, and news of reinforce- 
ments. 

It can be difficult to keep up 
with all the information being 
pumped out at you, and play the 
game at the same time, but it's 
reassuring to note that the 
enemy apparently makes mis- 
takes too — not taking the 
easiest routes, for example. The 
graphics are clear and crisp, and 
the colour-changing facility is a 
boon. The overall presentation 
has improved immeasurably 
since Lothlorien's earliest 
outpngs, and the influence of 
Argus on aspects such as pack 
and booklet design is discrete 
and totally beneficial. This is one 
collaboration that I can only 
applaud — and if Argus' involve- 
ment means you will actually 
see The Bulge in your High 
Street, then it's even better. 

If I wanted to find a couple of 
points in the game to complain 
about, I could — I mean, obv- 
iously it's not perfect, but simply 
the overwhelming scope and 
power of the game would make 
objections niggardly. Lothlorien 
have come good at last. 

Overall Verdict: A CRASH 
Smash. An excellent Wargame. 
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BATTLE 
FOR 

MIDWAY 



Producer: PSS 

Memory required: 48K 
Retail price: £9.95 
Author: Alan Steele 

PSS have recently scored a 
remarkable success with a war- 
game on the C64 called Theatre 
Europe, so I had high hopes of 
Midway t their first outing (as far 
as I know) into wargames on the 
Spectrum. It's always good to 
welcome newcomers to the 
market, especially when they 
show every sign of moving in 
permanently. 

Midway breaks new ground in 
packaging, and looks very im- 
pressive; it comes in a large 
ring-binder, with the cassette 
held in a plastic sleeve inside. 
This, I fee) sure r wiM come in 
handy for keeping note-cards 
and file-cards in. if you're that 
sort of person, not to mention 
correspondence with the bank, 
etc, Perhaps next time, chaps, if 
you could make it a little bit big- 
ger I cou I d get all my Access bills 
in it. . . . Well, you may have 
guessed that what I'm trying to 
say here is that I don't know 
what the price of this game is, 
but the pack makes it look like a 
ten quid job, while the game 
definitely is not. 

it's not as bad as the Great 
Space Waste for example, but it 
definitely does not live up to the 
promise of the pack. There are a 
cou pie of ma ps and a bit of blurb 
on the pack which attempts to 
elevate the mystique of the 
game stilf further; very nice 
maps, mind you, of Admiral 
Yamamoto s Operational Plan, 
but bearing virtually no signific- 
ance or relation to the game. 
Furthermore, apparently Mid- 
way was commended in the 
strategy games section of the 
Golden Joystick Awards which 
are voted by the readers of 
Computer & Video Games. I'll 
leave the readers of CRASH to 
vote on that one (as I value my 
free lunches). 

The game itself is fairly 
straightforward — there are 
three American groups (two 
naval and one from the Midway 
air base} and three Japanese (all 
naval). Each American group 
has aircraft (carrier-launched at 
seat while the Japanese have 
four carriers, but all in one 
group. Your objective is to 
destroy the four Jap carriers 
(you play the Yankees} I no racial 
bias here}. 

You have two search aircraft 
(based at Midway Island) which 
you use to locate and track the 
Jap forces. In the easy game, the 
courses of the Japanese groups 
are actually marked for you, so 
finding them is a piece of cake; 
hot even in The hard game find- 
ing them is not overly difficult, 
as you can only play on one 
screen, and there is no scrolling. 

Once you have located the 
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enemy you must launch air 
attacks against them. Each 
group has effectively three 
Flights of aircraft which can be 
launched and the real time 
element of the game means that 
vou have to wait a minute or two 
between aircraft launches, Once 
airborne* the attack groups are 
directed to the enemy by a 
cursor — you select the target 
position, and they move there in 
their own time. Aircraft run out 
of fuel after a while, so if you 
don't remember to land them, 
they will crash. And that is more 
or less all the strategy there is in 
the game: locate the enemy, 
launch aircraft, blast enemy, 
land aircraft. 

It is certainly far less complex 
than some other games of a sim- 
ilar type, eg Air Defence by CCS 
which I reviewed a couple of 
issues back. Of course, what 
Midway has that other strategy 
games do not is "arcade" sequ- 
ences — which are referred to as 
a 'Heal Time Air Attacks' in the 
booklet. These occur whenever 
you a tta c k t he Japs or vice ve rsa , 
and what you see is the relevant 
naval task force faid out before 
you, and a horde of gnatlike air- 
craft zooming around above 
them. You man an anti-aircraft 
gun and can shoot them. This 
applies to your own planes as 
well as the Japs', which I sup- 
pose may appeal to some arc- 
ade freaks, but which is totally 
irrelevant to the rest of the 
game r and irritating in the 
extreme. 

These suicide shoot em up 
bits are reminiscent of Beach- 
Head, but not as well done; it 
really does seem to me that, in 
order to appeal to a wider 
audience, a vast amount of war- 
game has been jettisoned to 
make way for an arcade section 
which is petty and pointless. 
There is no indication on the 
cover of these 'Real Time Air 
Attacks' and no screen shots to 
show what these sections are 
like — this might create a little 
disappointment with the punt- 
ers, me thinks. 

And I have another gripe 
about Midway — it's very diffic- 
ult to pfay on a black and white 
TV r as the status of the game is 
indicated by the colour of the 
cursor, which is difficult to deter- 
mine. Now I know that in these 
affluent days of economic 
growth, full employment etc r 
everyone except me has a col- 
our TV for their computer, but I 
still believe in designing for the 
lowest common denominator. 
So just as, for example, I critic- 
ised a game I reviewed last issue 
because it needed two Spec- 
trins with Interface Is to be 
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fully playable, so I also think that 
software designers should bear 
in mind that their games might 
be played in mono. Or perhaps 
put a sticker on the front saying 
COLOUR TV REQUIRED, 

In other aspects the game is 
up to current standards; the 
cursor is easy to use, the real- 
time element works well, infor- 
mation can be accessed about 
the various fleets and 
squadrons. But what it comes 
down to is that there is not 



enough of a game here — with 
only two seaborne groups, nine 
air attack units, and two air 
search units there are just not 
enough units under your control 
to allow for much in the way of 
thoughtful campaigning. 

Overall verdict: a reasonable 
debut (though not very good 
value); PSS need to target their 
audience more directly, and 
stop messing about with arcade 
hybrids. 
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U'b 31.15 hours on the evening erf May 16th, 1943. A flight of specially 
prepared Lancaster hofobirs ia leaving RA.E AcunptotL for Germany. ^^^^^^^^^^^^^^^^^^^^^^^ 

After months of planning No 617 Squadron are at last embarking on an operation destined to change the ootirge of yf^in War IL 

Your objective ie to destroy the MahuG, filer and Sorpe dame, thus crippling Germane industrial heartland. 

This deUUed and authentic simulation allows you to play the part of PILOT, KAYIGATOR, riOR 0UHI1L 1UK QUMIWL 
BOMB AXMEB find FLIGHT EXtKniL 

You Qy at low altitude ow Europe, on the lookout for deadly ICE 110 nightflghters, dadoing h&irageb^oons, searchlights and flak. At 
the target jouH need all your ne rve and skill to control the aircraft and release your deadly pay load whilst uml&r enfimj attack 

Game features include: BUPBSB GRAPHICS & G0U1TD - JLRALISTIG JOYSTICK G0HTH0L - PILOTS SC11EI & IMDXCAJOHB - 
MDLIELB BGBEEff HATOLUOBB MAPS ■ TEQNT & niA* GUHTTSH S SCBJEH - BOMB BIGHT SCMEE - BIMF1EBB 

Game Package Includes: Comprehensive flight instnacttoits, maps and confidential documents including authentic material by Barn&s 
f Iffil and Wing Commands Guy Gibson. 

Designed and DpvsiQped by Sydney DmLqpmwLt Corporation. LaoflMfld in Exjunction with International Oomputor Group. Manuiac toed In the 
0 JCkff 1L8 Gold Limited. Unit 10. Parkway ImhMtriaJ Centre, Hwieage Street, Birmingham B7 4LY. IXHaplumiB: 021 359 m \ . Tetex: 337868, 
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When Bob Wakelin was a lad at school, all he 
ever wanted to do was artwork for comic 
books. This didn't please his art teacher, who 
felt that such a talented lad shouldn't chan- 
nel his artistic energies into something 
which wasn't quite 'art'. During his three 
year stint at art college in Wales, his home- 
land, Bob's lecturers also tried to put him off 
the idea of working for comics — to little 
avail. 



Shortly after completing the 
Graphics course, and once bed 
finished the obligatory spall on 
the dote, Bob started work for a 
Liverpool studio which 
specialised in artwork for the 
entertainment industry, and 
executed a fot of commissions 
from rockbands f producing 
artwork for album covers. 

Working his way up from 
Whipping Boy, graduating to 
Lackey and then achieving 
Studio Manager status, Bob 
decided it was time to branch 
out. Starting as a freelance in 
7978, he at fast became invoiced 
in his first love — comic books— 
working for Marvel Comics. 
Sadly, the dollar exchange rata 
in those days meant it didn 't pay 
too handsomely, though. 

in f980 Bob joined a bend, 
playing synths. 'It was a whim 
really, I'd got bored with 
drawing and some friends had a 
band, / joined them for a while, 
and we did reasonably well. 
Then, as is so often the case, we 
had a row and split up' Andtha 
manager departed with funds. 

Should the ex-manager of this 
particular band happen to be a 
CRA SH reader, Bob would tike to 
state publicly that one day, he's 
going to catch up with you. 
Revenge is a great thing * Bob 
toldme^ 'it gives me a reason to 
live. ' There was a sfight/y evil 
undercurrent to the rocuiartone 
in whfch that remark was 
delivered. 

Back in Liverpool* his adopted 
home town, and with the band's 
sptit behind him, Bob started 
looking for freelance work 
again. Through the uncle of a 
friend of a fnend, of a friend etc, 
he teamt that David Ward was 
starting up a software house 
down the road in /Manchester 
and was fooking for an 
illustrator. 

Just as he did the first job for 
D$ve Ward's new company. 
Ocean, all sorts of people started 
to get in touch, offering work. 
Mrs Wakeiin wasn't too pleased 
with some of the commissions 
her husband accepted. 
Something to do with gir/ie 
calendars . B . but ail that's 
behind him now. Mr Wake/in 
does ait the infey illustrations for 
Ocean. 
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Tm stiff doingoccasionat 
covers for C&VG and comic 
hooks too — just so f don t forget 
how to draw superheroes* f Bob 
explained, "but Ocean has 
grown and expanded so quickly 
that I'm doing nearly half my 
work for the one client*. 

It takes About tour or five days 
from start to finish to complete a 
painting for Ocean. V spend a 
day referencing it, and then 
three or four days completing 
the artwork. I start off by doing a 
very tight drawing in pencils, ft/l- 
ing in ail the detaii and then air- 
brush over so that some of the 
pencil fines come through the 
colour f don f t like the tubular, 
plastic look of most airbrush 
work and find that the pencil 
technique avoids that. r , /gener- 
ally finish the painting ofCadd- 
ing tiny details in gouache or felt 
pen/ 

It would seem a fairly tog/caf 
move for an artist working on 
cassette inlays for computer 
software to trans fer his attention 
to the screen, designing charac- 
ters or game screens: *was 
asked eighteen months or so 
ago, but I'm not interested in 
cfesigning screens at the mom- 
ent. Tm not a lover of computer 
graphics . . . I'm not happy with 
the medium. Sure I'll ha ve to get 
into ft eventually, but at the 
moment f would get frustrated 
about not being able to get the 
detail I went into a picture on a 
TV screen. Maybe when the 
technology catches up, and the 
price of high resolution equip- 
ment comes down Hi get m volv- 
ed . , , anyway, fhaverrtyet done 
ail I can with the traditional 
media of paint, pencil and inkt* 

So what plans does this thirty- 
two year old 'honorary Liver- 
pudlian' hav& for the future? 
'There are several things I really 
want to do, not least get back 
into comics, but I like not know- 
ing what's going to happen 
next' 

Firmly a freelance, Mr Wakeiin 
explains that planning ahead is 
not his forte: 'I've got such a 
short attention span, that iff 
made plans for the future I'd pet 
bored before/ brought th&m into 
action, and change everything 
. . . there isn't really time for for- 
ward planning anyway', he 
added, *f haven't had more than 
a couple of days without work in 
the fast few yearn and haven't 
taken a holiday. Icoutd only take 
a holiday iff had a coupie of 
weeks without any work on — 
b ut if that happened I would be 
pacing up end down the room, 
biting my fingernails, worrying 
what was going wrong* rather 
than enjoying a holiday \ 

The Wakehn fingernails are 
fairly safe f methinks. . , . 
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• Eight fiery opponents, each with their 
own distinctive fighting style. 

•Smooth-scrolling camera action, giving 
the best view of the fight at all times. 

• Furious three minute rounds with 
'knock-down 1 and knock out' features. 

• warm-Up and 'Autoplay' sequences. 

• K.O. Meter, Best K.O. Time, Score and 
Bonus displayed on screen. 
•Additional boxers to load from tape. 

> Hall of fame. 

• Endorsed by Heavyweight 
Champion - Frank Bruno. 
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